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A NEW CHAPTER. 
A NEW DANGER. 


A NEW LEGEND. 


e Sfar Wars trilogy. Enhanced 3-D graphics. Plus an all-new storyline. it's more than a sequel. I's the new standard in interactive space combat. 
Available on PC CD-ROM (00S and Windows 95" compatible). Check out Rebel Assault Il at LucasArts web site: http://www. lucasarts.com 
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By far, the largest, most « 
detailed foes ever seen in 

fighting game. Up to 3/44 ча 
the screen’s height. 
Innovative screen panning: 


and a nasty surprise. 
Special moves, combos, 
resurrections, & humiliatiogs 
Blood sucking, claw slash- 
ing, tail whipping, karate 

kicking, fist ramming, body 
slamming, blood spurting 

action — need we say more? 
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AM aay © ay loped by Aryo ae Games WWW Site [http:/ /www.apogee.com) 
FormGen Кө by Apogee Software, Ltd. CompuServe (Keyword APOGEE) 
INCORPORATED Distributed by FormGen Software Creations BBS (508) 368-7036 a 
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The Best and the Worst Games of 1995 
by the Editors of COMPUTER PLAYER 


The weird, the wild, the witty, the wonderful, to 
the sad and the not very rad; the cream of the с 
the crap. COMPUTER PLayer’s crack team of critics 
collective seasonal belch, throw away those 

hangovers before rolling up their sleeves and bic 
(or yelling “good riddance”) to the games that b 
and the ones that just sucked. The envelope, ple 


Over the Line 

Zach Meston looks at an issue he thought the advent of CD-ROM would kill 
off—software piracy—and finds it still thriving. Observations about The 

11th Hour and The 7th Guest, plus weird conspiracy theorists approach Star 
Control and Star Control Il. Conspiracy theorists?!? Huh??? 


Newsnet 

Nerd Nirvana: Game Geeks go ape at Microsoft's Judgment Day. We survey 
the carnage and bury the dead. 

Computer Playthings: A formidable array of games—like Super Bubsy, The 
Dig, Earthworm Jim and Destruction Derby—newly ported over to Windows 
95 keeps us busy this month, plus Gender Wars, XS, Icebreaker, Kingdom O’ 
Magic, Fury3, Virtual Karts, Comedians and Endorfun. 

Shelf-Burners: The top-selling games ranked for each computer system. 


Shareware Spotlight 

Where on Earth does Jeff James find all this cool shareware stuff? This 
month, he looks at Stars! which is rapidly shaping up as the "conquer the 
galaxy" game to beat. Plus a preview of 3D Realms' Duke Nukem 3D and a 


slew of reviews, including Circa 7000: Armies of Armageddon, Radix: Into the 
Void, Realms of Chaos and Extreme Pinball. 


Point of Reference 

Mikki Halpin checks out Beyond the Wall, which examines the Vietnam War 
from the perspective of the memorial to the dead. Worm your way into some 
hot job with WinWay Résumé and then, when you lock your new office door, 
boot up The World's Greatest Paper Aeroplanes! Plus, Alive in the Super Un 
known, Rock Climbing and Grolier's Multimedia Encyclopedia of Science Fiction 


Previews 

VR Soccer, TriTryst 
Locus, Ice and Fire 
Bad Mojo 


Cheat Mode 


COMPUTER PLAYER gives you a wide variety of handy hints and sneaky tricks. 
This month, Kevin J. McCann tackles TekWar, Dungeon Master II: Skullkeep 
Mortal Kombat 3 for PC, Fade to Black, Hexen: Beyond Heretic, Abuse, Need 
for Speed and Fury3 


Reboot 


Chris Bieniek tells Atari's 1983 E.T.: The Extra-Terrestrial to phone home. 


38 Index 

40 The 11th Hour 

42 The Dig 

аа Destruction Derby 

46 Rebel Assault II 

50 Screamer 

52 Crusader: No Remorse 

54 Wipeout 

56 Worms 

58 Fighter Duel 

60 Beavis and Butt-head in Virtual 
Stupidity 

48 TekWar 


Capsule Reviews 


64 Finesse Bridge, Power Pinochle, 
Gin Rummy, Arcade America. 


How to Reach Computer PLAYER 
Computer PLAYER can be reached on-line for 
comments and suggestions. We'd be glad 
to hear any input you may have about our 
happening mag. Electronic mail can be sent 
to us via the following on-line services: 
America Online: CompPlayer 
CompuServe: 70007,3554 

Internet: CompPlayer@AOL.COM 

Subscription inquiries: PLCR@KABLE.COM 


Or, if you prefer to contact us the old- 
fashioned way by writing: 
Computer PLAYER 
251 Danbury Road 
Wilton, CT 06897 
Attn: Communications 


70 
76 
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Fade to Black (Part 2 of 3) 

by Kevin J. McCann 

Command & Conquer 

by Kevin J. McCann 

Frankenstein: Through the Eyes of 
the Monster 

by Nikos Constant 

Ripley’s Believe It or Not: The 
Riddle of Master Lu 

by Ron Dulin 


On the Cover: 


Reborn, or 
Born Again? 


So you thought that last month was going to be the final 
time you heard from me. Well.../ thought that it was going to 
be the last time | wrote this editorial for this magazine. A 
twist of fate, however, has put us in the hands of a new 
owner and publisher. | guess an angel was looking out for 
us all along. Starting next month, we will be published by 
Air Age Publishing of Connecticut. Yep, we're going to be 
moving to chilly New England. 

As well as having a new publisher, you're going to start to 
see some major improvements in COMPUTER PLAYER—primari- 
ly in the quality of the editorial. We will be taking on new 
staffers and writers who are committed to being aggressive 
and getting you exclusives on all those great games. While 
you will see a bunch of new names to the right of this col- 
umn, you'll also see a few diehards who bring you all of 
those great cheat codes, strategies and columns. 

We will also be making some other changes over the 
course of the next year—changes that will give you the most 
value for your money of any of the computer-gaming mags. 
Each month will bring more and more info about computer 
games, as well as other surprises. 

l'd like to hear from you all regarding your suggestions for 
improving COMPUTER PLAYER. After all, it’s in everyone's best 
interest to keep you happy with our coverage. You can send 
me E-mail directly at CompPlayer(2aol.com or write to the 
Wilton, Connecticut, address listed in our Main Menu on 
page five. And don't hold back from saying your piece. 

On a final note this month, | would like to say goodbye— 
yes...once again—to all those staff members who will not 
be coming along for the ride. l've enjoyed working with all 
of you very much. 

Thank you for your support. 

—Mike Davila 
Editor in Chief 
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Every month you'll impress your friends with cheats, secrets and 
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TIPS 
ETT its 


STEP INTO THE RING tii 


Tips & Tricks „7 
baseball cap with 
each paid 
subscription! 


not er month, 


pped up when | wasn't 
ged in cybersex. (God, how 
А has become.) 


Software 
Piracy: It’s 
Still 
Around?! 


| thought that the shift of 
the game industry to CD-ROM 
would all but snuff out game 
Piracy; then again, | thought 
that seaQuest DSV was going 
to be a great TV show. This 
post from Kevin Tieskoetter 
had me waking up and smelling 
the cappuccino: 


Want to help reduce soft- 
ware piracy? There are sev- 
eral Usenet newsgroups 
specifically designed for the 
illegal transmission of com- 
mercial software. If you want 
to help put a stop to this 
blatant piracy, please send a 
note to your service provider 
and ask them to stop carry- 
ing the groups. If enough ser- 
vice providers drop the 
groups, the distribution will 
be severely hampered and 
fragmented. The names of 
groups that I’m personally 
aware of are: 
alt.binaries.warez.ibm-pc and 
alt.binaries.warez.macintosh. 
There are a few others, but I 
don’t have their names here 
(my service provider has 
already killed the groups). 
Please do your part—we can 
make a difference. | know 
that I’m probably going to 
receive tons of hate mail 
because of this, but | don’t 
care. I’m standing up for 
something that | believe in. 
Ranting and raving and per- 
sonal insults will be stoically 
deleted. 


A seemingly rather grumpy 
Old Man" didnt take kindly to 
Kevins suggestion 


Where do these idiots 
come from? Why are there 
so many people that are so 
arrogant that they poke 
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People in Room: 
2 


another batch 


their stupid little noses into 
other people’s business and 
call it “standing up for some- 
thing | believe їп”? Listen, to 
whomever wrote that idiotic 
post up there, if you want to 
stand up for something you 
believe in, stop wasting your 


sure the Bosnians/Serbs/ 
Haitians/Chinese/starving 
Africans give a flying f** 
about software piracy. 


time on a triviality such as 

Piracy, but on something The 11 th 
more serious, such as the 

growing possibility (despite Hour: No 
the downfall of the USSR) of а 
nuclear war; environmental Cred ic 


deterioration, overpopulation, 


etc.? And while we're at it, W 
Pd like to outlaw and enforce here 


nu Credit Is Due 


it’s something | believe in and ae И 79 Observation : 

i», standing Г about е ti сыг a few 

UM Б: еы OsSenetters led со а зу by 
Rob Wunsche isnt quite so Rob Landeros, one of the main 

rude with his reply, but also Programmers and designers 

uses the tactic of muddying Of the game. First, the 

the issue by bringing up vari- Usenetter comments 

ous world crises that have not Р 

а whit to do with piracy (the Netter #1: Having replayed 

“Yeah, | robbed him, but at The 7th Guest recently (that 

least | didnt murder him!” damn microscope) and watch- 

defense): ing some of the earlier video 


1 don’t buy this. If you look 
at a.b.warez.mac, AOL just 
dropped it, right? So what 
happened? Everyone switched 
over to a.b.m.games or 
justalt.warez. What was 
accomplished? Nothing. If you 
ban one group, it'll just 
switch to somewhere else. 
Now you have people on 
a.b.m.games that are both 
pirates and pirate-haters. It's 
already causing friction. 1 
think you should just leave it 
be. Piracy is now a federal 
offense punishable by prison. 
If you think that it should be 
rnore strictly enforced, that's 
an issue to take up with your 


footage of The 11th Hour, it 
government, not your seems that Stauf is getting 
Internet service provider: | younger | have the following 


explanations: 1) the children in 
Harley are reversing Stauf's 
aging process; 29) Stauf in The 
11th Hour is played by a dif- 


agree wholeheartedly with 
the other person’s response: 
If you're looking for something 
to stand up and fight for; find 
something a little more ferent actor; 3) the makeup 
important than some 14-year- artist in The 11th Hour never 
old copying the latest version Blayed The 7th Guest; 4) the 
of Doom for his friend! l'm older" technology in The 7th 


Guest makes Stauf look older 


Netter #2: It wasn't until I 
watched the video that І 
found out Stauf is still played 
by Robert Hirschnoeck. Why 
aren’t the actors listed in the 
credits? The package looks 
great, but it seems to be 
inconsistent. | got the card 
box-type package and | got 
almost four different inner 
sleeves for the four CDs. The 
different cuts for the cello- 
phane could be a design 
choice, which is good. But the 
different materials for the 
sleeves is another story. | got 
two sleeves that were "soft 
and velvety" to protect the 
CDs, but | also got two 
sleeves that seemed to be 
plain paper to add to the 
chance of scratching the CDs. 
Is this intentionalP How much 
control do VIE and Trilobyte 
have over packaging? 


Rob Landeros: | was about 
to reply that the actors are 
credited both in the game’s 
ending credits and in the 
manual. But | just looked in 
the manual and found the lat- 
ter part of the statement 
not to be true. Frankly, | am 
shocked and upset. | have no 
idea why VIE would eliminate 
the actor credits from the 
manual except for limitations 
of space. l've not personally 
examined the cardboard-type 
CD package, but will do so. In 
answer to your question, 
Trilobyte has only marginal 
control over packaging issues, 
i.e., VIE always seems to have 
little surprises like this for us 
to discover after the product 
ships. Thank you for your 
observant critique. 


Star Control: 
Chronological 
Cock-Up? 


Spencer Lu strikes me as 
being one of those conspiracy 
theorists who thinks that 
theres significance in just 
about every damn thing. Look 
at what he manages to con- 
ceive with a single discrepancy 
in the Star Control time line: 


I just pulled out my CD- 


CH 


sion of Star 
Control and 
Star 
Control Il, 
just to look 
through 
the manu- 
als, and 1 
discovered 
that in the 
manual for 
SC1, it 
keeps men- 
tioning that 
the year is 
2612, while 
in the man- 
ual for SCe, 


it says that the year is 2155! 
Therefore, the conclusion can 
be made that SC2 takes 
Place chronologically before 
SC1, and that all the alien 
races in SC2 and not in SC1 
must have died out in the 
450 years between 2155 and 
2612. So the Androsynth 
(who disappeared in SC2) 
must have reappeared, the 
liwrath (who were wiped out 
along with the Thraddash 
while fighting each other) 
must have been reincarnated 
and the Chenjesu and the 
IMrnmrmhrmrmrmrhrmr must 
have somehow dehybridized. 
Maybe SC3 will be about the 
war that took place between 
the Alliance and Hierarchy in 
the first half of the 22nd 
century. Also interesting to 
note is that, when you first 
load up SC1, the title screen 
says something about 
“Famous Battles of the Ur- 
Quan Conflict—Volume IV." So 
maybe SC2 is Volume Ill and 
then SC3 will be Volume 11 
and therefore we should 
expect a SC4 to come out 
after SC3, and that will be 
the last one!!! 


Thorsten Huber brings a 
much more likely theory to the 
table: 


Perhaps just a mistake? :-) 


ext month: We bust out 
the party favors, piñatas 
and cheap booze to cele- 
brate the one-year anniver- 
sary of Over the Line. Be 
there or be a four-sided 
shape. F 
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COMING... 4 


LINKS 
The Next 
Generation 


Patterson 


ook a little trip up to Seattle. Microsoft was "Er...yes," | replied, and in a few short moments began to 
hosting an event called Judgment Day to regret it. The lady behind the desk produced a huge, long- 
show off a veritable wheelbarrowful of sleeved T-shirt and told me I'd need it “when the time came." 
games that had been developed for the new Then | was given a number of intimidating-looking legal doc- 
system or merely ported over from other uments to sign, warning me that Microsoft would not be 
formats. Some of these get a mention in this liable for any and all injuries | might sustain or any damage 
| month's Newsnet, but, right here, l'd like to give you the run- that might occur to my clothing or mental well-being. Like a 
down of the sights and sounds of my little excursion to the bloody fool, | signed, imagining that I'd be dead or hideously 
Pacific Northwest and particularly my time at the Microsoft disfigured and quadriplegic before the night was through. 
headquarters in Redmond, Washington. “What the hell,” | thought and sallied forth to enjoy the fes- 
Checking in at the press desk for my credentials, | was tivities. 
given all the necessary press kits and stuff and then asked if | Inside what | assumed was some sort of huge central 
| wanted to do “The Haunted Maze.” gathering point-cum-dining area for the employees of 


Microsoft (or “Microserfs” as Douglas Coupland has now 
christened them), there was an enormous gathering of com- 
puter press people, computer buffs, game dweebs (that's you 
and me, folks!) and sundry other interested parties. After a 
couple of free drinks and some gratis snacks, | and everyone 
else noticed that the room was filling up with a slightly acrid 


Space Station t 
smoke. We all looked at the huge stage set in the corner of 
z the room. Soon enough, the inaugural festivities were in full 
Intro Movie | swing. The opening stage skit was a wittily written little num- 
ber about a gamer who ends up in Hell for trying to boot up a 
Uninstall Movie | 
Some of the games, new and old, 
Uninstall Everything ію А if 
Cancel ә & 
world of Windows ¥: Room, Havoc, The 
Сион © 155, — — | Mive, The Dig and my personal 
Developed by MONOLITH, Inc. ve а Mou. 
favorite, Dogz. 
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LI 
| | | || ladies, no people with bad hearts, 
ul no people with back problems 
sign this, sign that.” It was like 
one of those old '50s movies 
“Nurse in attendance at all shows. 
Free barf bag with every ticket." 
| hooked up with two guys, Zack 
and Josh, who had just set up 
their own game company. They 
were designing a game in which 
you control babies by dropping 
treats in front of them to make 
‘em crawl a little faster toward var 
ious objectives. Of course, there 
are dangers for the kids as well— 
electrical outlets, manholes, scald, 
ing water and so on. | can't wait to 
see it. Call us, guys: We lost your 
card! Anyway, we headed into the 
Haunted Maze together—T-shirts 
and all—and soon were beset by 
all manner of ghoul and creepy- 
crawly. One second we were scut- 
tling on our knees through some 


pitch-black tube lined with all 
Ls : manner of hideous goop, the next 
we'd turn a corner and a bunch of 


Imperial Stormtroopers (oh, all 
right, out-of-work actors) would be 


DOS game in the Brave New World of Windows 95. "What all over us like white on rice. Then we were in a tunnel with a 
am | here for?” wailed this poor tormented soul collapsed, tentlike roof, waist-deep in styrofoam packaging 
“Adultery!” cried a very rotund devil stuff. Suddenly, as we advanced toward the far end, power- 
“But | don’t even have a girlfriend!” (This was readily ful fans beneath the floor sent the “stuff” flying in to the air 
apparent, readers.) and started inflating the roof, just as a bunch more unem- 
“Ah, but by using MS-DOS, you were unfaithful to ployed actors leapt out of their hiding place, buried deep in 
Windows!!" replied the portly one, to the considerable merri- the “stuff” (Hey! Gimme a break. | dunno what its proper 
ment of the assembled computer folks. name is!). There were plenty of rewarding jumps and shocks, 
There followed a pretty hot on-screen demonstration of and a good time was had by all. The evening ended shortly 
some of the games, new and old, that we can expect to thereafter. 
encounter in the world of Windows 95: Doom, Havoc, The If the opening festivities were Nerd Nirvana, then the bac- 
Hive, The Dig and my personal favorite, Dogz, a screen-saver chanalian scenes back at the hotel were something akin to 
that you train to obey you and that grows up to be a desktop Geek Gomorrah. If that's the way game nerds behave en 
dog. The most amusing part of the show came when the masse (folks, it was tasty!), then l'd hate to be in the hotel 
screen was filled with a huge Doom screen, the pump-action housing the Nation Rifle Association's annual convention! But 
shotgun at its base blasting away and wasting everyone in | guess that, after a hard day's gaming, everybody's entitled "S 
sight. Then—weirdly—a figure clutching a big-ass shotgun to bust loose a little. 


climbed into the screen and turned 
around to face us, revealing himself 
to be Bill Gates or, at least, a ver- 
sion of himself blue-screened into 
the Doom environment. He wel- 
comed us and gave us the right- 
eous rundown on the gaming possi- 
bilities of the new operating sys 
tem. In the middle of his spiel, one 
last pixelated trooper made his 
move, but Bill, not even looking at 
his attacker, blew him away, back 
out screen left! The gamers went 
ape. It was at this point that 
looked about myself and started to 
suspect that | was now in some sort 
of Nerd Nirvana—or maybe Nerd 
Nuremberg.... 

Then, after schmoozing around 
the floor for awhile, hanging briefly 
with Bob Huntley of DWANGO, 
whose company was sponsoring a 
network Doom and Heretic contest 
that lasted till midnight, | made my 
way, with no little trepidation, to the 
aforementioned Haunted Maze 

The warnings were reissued and 
| really couldn't figure out if they 
were serious or just trying to pre- 
scare the pants off us "No pregnant 


NC L| 
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Can You Dig It, Suckers?? 


hile the Empire and the Rebel Alliance battle it out for control over the Star Wars 

galaxy, LucasArts certainly hasn't been caught napping as far as top-notch game devel- 
opment is concerned. The Dig is an epic sci-fi adventure derived 
from an original idea by cinema thrill-meister Steven Spielberg 
and designed in collaboration with him by Sean Clark. You'll find 
4 yourself climbing into the sizeable moon-booties of NASA's 
Commander Boston Low, who is transported with his space- 
1 cadet buddies to an uncharted planet where dangers lurk behind 
every moonrock. After an third-kind-type encounter with a cool 


be the solving of n intriguing mystery, scads of booty and-since 
you're stranded and all-a safe means of return to Earth...or 
death by a million unspeakable means, or whatever. Industrial 
Light and Magic did plenty of the special effects and award-winning sci-fi writer Orson Scott 
Card scribbled a goodly portion of the dialogue. With Spielberg, LucasArts, Card and ILM aboard, and with its 200 locations, hun- 
dreds of puzzles, complicated plot and full voice and sound-to say nothing of the benefits of this new Windows '95 thing-you prob- 
ably can't go wrong with The Dig. Dig? 

For more information, contact LucasArts at: 415.721.3330. 


Vintage ша 


G et ready for the automotive mayhem, because one of the hottest driving games for the 
Sony PlayStation has just come crashing onto the PC. Along with Ridge Racer, Wipeout 
and Twisted Metal, Destruction Derby (IBM PC ver- 
sion reviewed this issue) pulls no punches and 
bars no holds (wha...?) as it takes you through a 
demolition derby that’s more realistic than you can 
imagine in your wildest drivin’ dreams. With accu- 
rate physics modeling that calculates each саг 
action-and-reaction handling, and spectacular poly- 
gons accompanying each collision, D.D. offers 
three vehicles to drive, covering novice, pro and 
expert levels of difficulty, plus five tracks to race on 
and my own personal favorite arena, the no-rules, 
totally anarchic and deadly crunch zone-The Bowl. 
Strap yourself in and get ready to have your teeth 
rattled and your bones shaken. The car chases in 
Bullitt and The French Connection have nothing on this baby! 

For more information, contact Sony at: 415.655.8000. 


Endorfun, Fun, Fun, 


Е ndorfun? Sounds pretty wacky and tripped-out, huh? Well, it is, but їп а good way (not to 

mention a goody-goody way, but hey...) In this new Windows 95 game, you maneuver 
an 3-D, six-colored cube upon which pulsating, colored squares called appear. The objective 
is to guide the cube, using the mouse or the direction keys, so that it lands on a life force 
with the matching color on top. You'll find you need to make deliberate, calculated decisions 
before you run out of time or find yourself surrounded and trapped by non-matching 
squares. You can choose whether to compete for best time, highest score or the largest 
amount of "life force." This game is supreme- 
ly addictive, containing as it does hundreds of 
different levels, each with their own kaleido- 
scopic imagery and original music- The 
Endorfun Suite, created by The O Band, pri- 
mal jazzbos who create (uh-oh...) "affirma- 
tive, positive," world music. We at CP don't 
normally boost that kinda touchy-feely vibe, 
but it's part of a game that has the potential 
to entrance and then enslave you-and we're 
always ready for that! 

For more information, contact Time- 
Warner Interactive at: 818.295.6600. 
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And the Worm Turned... 
to 


E^ Jim is emerging from his burrow, poking his nose in the fresh air and checking out how it feels 

to be ported to Windows 95. Shaking the dirt and mud off his body, he looks around and-hey!-he like the 
way it feels. Showcasing Windows 95's new plug-and play capabilities, Earthworm Jim features the 20 chal- 
lenging levels, CD-quality sound, enhanced sound effects and-gimme, gimme!-a new homing rocket, to say 
nothing of a bonus level and numerous enhancements not available in the cartridge versions. Flushed from 
the success of his TV cartoon show on the Warner network and his crazy action figure line, Earthworm Jim 
features the wormy one in his quest to rescue Princess What's-Her-Name (yeah, what is her name?) as he 
crawls through a variety of whacked-out environments, like New Junk City апа (ттт...) Snot A Problem. 
Extra features include the Earthworm Jim Desktop Theme, which allows you to customize your IBM PC desk- 
top with art and sound from the game. You know that's gotta be good. 

For more information, contact Activision at: 310.479.4005. 


1 the Twain Shall 


t last! A game with a sense of humor about the tensions between the 

exes. Well, | say “tensions,” but the name of this game is Gender Wars, 
so maybe things are a little more serious than | thought. In an irresistible sce- 
nario, it seems that the sexes are so alienated that a state of war has existed 
between them for two centuries. Each gender has control of a city that pro- 
vides them with military resources (mil- 
itary? It's that bad? Mmm-hmm), hous- 
ing and food from agricultural zones. 
Because of the length of time that this 
state of affairs has been in force, the 
sexes have degenerated to virtual paro- 
| dies of themselves, and much of the 
humor in the game derives from this. 
The aim of the game is to complete a 
number of missions in order eventually 
to capture the citadel of the opposing 
sex (it's weird just writing about this...). With infiltration, subterfuge, violent attack and 
strategic defense the order of the day, players will find that the 32 missions-heavy on the 
overdrawn gender stereotypes, please-and 16 game sectors should keep them busy, 
engrossed and entertained all at the same time. "You sexist pig!" "Ah, shaddap, ya 
stoopid cow!" OK, OK, children, settle down now. 

For more information, contact SCI at: 310.577.1518. 


Leave Rubber in Ten 


l f you've ever felt the urge to put the pedal to the metal and leave all those 
other suckers choking on a cloud of dust and burning rubber, here's your 
chance to do all of the above in the safety of your own office or bedroom. 
Virtual Karts is easy to play if you're a beginner, yet also offers two greater 
difficulty settings for the more experienced or the suicidally reckless driver. 
ee - — Racers can drive on grand 
prix tracks through Baltimore, 
San Francisco, New York and 
New Orleans. You can even 
take part in the Elkhart Grand 
Prix, a prestigious go-kart 
race held every year in 
Indiana. In addition, players 
E TEIL к кысын сны can practice, race on their 
own or compete in the Virtual 
Kart Grand Championship. Virtual Kart can be played on any local area net- 
work against friends or colleagues. You can also view the action from any 
angle in the virtual display mode. With all this available at your fingertips, 
you may never need that driving license ever again. 
For more information, contact MicroProse at: 410.771.6411. 
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RPG 0’ Magic 


Rec fans out there will be glad to hear of a new addition to their genre of choice. Kingdom О” Magic is designed to give 

the RPG a boot up the behind, containing as it does three separate "quests," Traditional, the wittily named Magnificent 
7/11, and Slightly Bizarre and Twisted 
(love that "slightly"!). With two 
playable characters, Sydney the 
Snakeman or Shah-Ron, your time in 
the Silicon Graphics designed 3-D 
game environment that is the Kingdom 
O' Magic will be enlivened by a ton of 
gags, 90 intelligent in-game characters, 
and over 100 different locations, and it's 
virtually impossible to play the same 
game twice, so the playability value is 
solid. Chubby innkeepers, disco 
dancers, weird wrestler-type dudes and 
strange mutant hybrid creature popu- 
late the land and they should keep you 
smiling. 

For more info, contact SCI at: 
310.577.1518. 


Bubsy 


B» back! You can see him through the Window, or the 

Windows '95, at any rate. The character who won the Parent 
Choice Approval Award in 1993 (ah well, we'll forgive him that 
lapse), and who rocked our world in Claws Encounters of the 
Furred Kind, is back in his Super Bubsy manifestation in what's 
been called the fastest action, side-scroller for Windows 95, it's said 
that Bubsy is up to 10 times faster than most Windows 95 games, 
and while that "10" may be open for debate, the thing is damn 
fast! Check it out and see if we're right. 

For more information, contact Accolade at: 
408.985.1700. 


Fury Foray 


H you get hot under the collar about flight sims, then I've got something you'll like, 
but if you're jonesing for a space combat sim, then l've got something you'll love. 
Fury3 is a futuristic first-person game with nonstop game play from Microsoft. 


saving various planets from destruction in an action-packed, dangerous intergalactic 


the ability to view the action from, independent of the spacecraft's movement. The 
Sci-fi world is compelling and realistic, with such 3-D scenery as oceans, clouds, 
mountains and cities, all spiced up with realistic shadows and reflections. Your 
weapons include plasma guns, lasers, guided missiles (woo-hoo!) and smart bombs. 


А is capable of taking a limited amount of damage, although replenishing power-ups 
5 are available. With four levels of difficulty, eight planets-each with its own peculiar 
- terrain and obstacles-and 24 different missions to complete, Microsoft Fury3 should 
keep you occupied until there's colonies on Pluto. 
Microsoft's Fury3 retails for $49.95 
For more information, contact Microsoft at: 206.882.8080. 
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Seated in a fully armed spacecraft, you'll complete combat and rescue missions while 


civil war. Your Fury3 spacecraft has six degrees freedom of movement and offers you 


A 3-D radar scope and grid will help you track and avoid your enemies, and your ship 


| 
І 
| 
| 


eah, | know. You hate me for that headline. I’m sorry, | couldn't 

help myself. Sue me. XS is a new Arcade action game from SCI 
that should keep us lethal fighting fans flexing our muscles and issu- 
ing loud, bestial war cries. With 60 opponents to square off against, 
each with their own fighting style and Al, and 20 lethal arenas in 
which to pound seven shades of sherbet out of them, you'll find you 
have to think fast and fight hard to stay in the running. The arenas 
range from industrial plants and cargo spaceships to underground 
caves and city streets. Your main means of protection is an energy 
shield powered by your “Hard-light Generator. Otherwise you're 
gonna have to rely on swift reactions, cunning strategy and a choice 
of good weaponry. Developed using SGI workstations and motion 
capture technology, XS can be played with up to four player in net- 
work or modem scenarios, although the game simulates a network 
game even in one-player mode. Ladies and Gentlemen, prepare to 
kick the asses of your enemies! 

For more information, contact SCI at: 310.577.1518. 


ased on photojournalist Arthur Grace's critically acclaimed book of the 

same name, Comedians is a funny and serious, behind-the scenes look 
at the art of those men and women who 
make us laugh. As well as featuring live 
performance from of America's most 
famous and talented (oh yeah, and funny) 
stand-up comics, Comedians includes 
interviews in which the jokers talk of their 
thoughts and fears about climbing up on a 
stage and working a room. Learn about 
their influences-what makes them laugh? 
Hear their own opinions about what makes 
them funny or successful. The comedians 
featured here are some of the most 
famous in post-war American comedy: 
Whoopi Goldberg, Bob Hope, the late Sam 
Kinison, Alan King, Steve Martin, Billy 
Crystal, Lily Tomlin, Robin Williams, Joan 
Rivers and Jackie Mason, to name just a few. It's an in-depth look that uses a fully rendered, 3-D 
environment incorporating photographs, audio and text interviews, personal anecdotes and 
exclusive interviews with comedians and their managers. You'll laugh, you'll cry! 

For more information, contact Twentieth Century Fox at: 202.625.1111. 


a A who's experienced the hellish 


depths of addiction to a particularly entic- и 1 We 1 Ld 
ing computer game will want to hear a little 


| more about /cebreaker, a new hybrid game 
MES for Mac and IBM PC. | myself was once the 
helpless slave to the narcotic pull of Apeiron, 
one of this year’s finest discoveries, so | was 
| more than ready for this new entry to the 
genre. Set in an abstract land of vibrantly 
| colored pyramids and tricky terrain, 
Icebreaker offers 150 levels of non-stop chal- | 
ШШШ lenges. Your job is to clear each new and dif- | 
жа level while conquering a horrible cast — А_ À А) 
of pyramids, each of which has ап evil personality of its own. Levels аге wittily monikered, with names like Green Pyramids апа 
Ham, Key Lime Die and The Fire Swamp. So prepare to be cast into a pit of addiction as bad as any opium den or methadone pro- 
gram, even if it does have a customizable soundtrack. 
Icebreaker retails for $39.95. 
For more information, contact Magnet Interactive Studios at: 202.625.1111. 
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. Microsoft Flight Simulator by Microsoft 


. Command & Conquer* by VIE/Westwood 


Myst* by Broderbund 


Phantasmagoria* by Sierra On-Line 


. Ultimate Doom by GT Interactive 


Mortal Kombat 3* by GT Interactive 


. Doom Il by GT Interactive 


NHL Hockey 96* by Electronic Arts 


The Need For Speed* by Electronic Arts 


. Mechwarrior Il* by Activision 


NASCAR Racing by Papyrus 


. Dark Forces* by LucasArts 


Crusader: No Remorse* by Origin 
Caesar Il by Sierra On-Line 
Pinball by Sierra On-Line 
Hardball 5* by Accolade 
Ascendancy* by Logic Factory 
Fury3* by Microsoft 

Star Trek: ТМС “A Final Unity"* 
by Spectrum HoloByte 


. SimCity 2000 Collection* by Maxis 
ames available on CD-ROM 


DONDAN 


1 
2 
3. 
4 
5. 
6. 
8. 


10. 


сомритЕкРауек.Еаргцагу. аа. 


Myst by Broderbund 


Command & Conquer by VIE/Westwood 


Microsoft Encarta by Microsoft 
Phantasmagoria by Sierra On-Line 


Microsoft Flight Simulator by Microsoft 


Mortal Kombat 3 by GT Interactive 
Dark Forces by LucasArts 
Doom ll by GT Interactive 


The Need For Speed by Electronic Arts 


NHL Hockey 96 by Electronic Arts 


. Doom Il by GT Interactive 
Myst* by Broderbund 
Dark Forces* by LucasArts 


- Star Wars Rebel Assault* by LucasArts 


. SimCity 2000* by Maxis 
Links Pro by Access 
Top Ten Pack* by Electronic Arts 
SimCity 2000 Collection* by Maxis 
. Master Juggler by Alsoft 


b&t cd-rom 


Mechwarrior 2 by Activision 
Command & Conquer by VIE/Westwood 
Just Grandma and Me by Random House 
Rise of the Triad by FormGen 
Leonardo the Inventor Intelliquest Collection 
by Future Vision 
. Encyclopedia of Science Eyewitness Series 
by Dorling Kindersley 
. Tortoise and the Hare by Random House 
. Aladdin Activity by Walt Disney Computer Software 
. Iron Helix by Spectrum HoloByte 
Kid Pix Studio by Brederbund 


Mike Davila 

1. Destruction Derby by Sony (IBM PC CD) 
Stonekeep by Interplay (IBM PC CD) 
Screamer by VIE/Westwood (IBM PC CD) 
The Dig by LucasArts (IBM PC CD) 
Beavis and Butt-head in Virtual Stupidity 
by Viacom (IBM PC CD) 


Ron Dulin 
The Riddle of Master Lu 
by Sanctuary Woods (IBM PC CD) 
2. The Dig by LucasArts (IBM PC CD) 
3. Warcraft Il by Blizzard Entertainment (IBM PC CD) 
4. The 11th Hour by VIE/Trilobyte (IBM PC CD) 
5. Stonekeep by Interplay (IBM PC CD) 


John Patterson 

1. Rebel Assault 2 by LucasArts (Macintosh) 

2. Beavis and Butt-head in Virtual Stupidity 
by Viacom (IBM PC CD) 

3. The 11th Hour by VIE/Trilobyte (IBM PC CD) 

4. Destruction Derby by Sony (IBM PC CD) 

5. Stonekeep by Interplay (IBM PC CD) 


All information (except Baker and Taylor's Top 10) taken from PC Data's Hits List of top-selling software for the month of 
September 1995. List is based on units sold by 16 retail chains, representing over 4,500 stores. For more information, contact 
PC Data at: 703.435.1025. 
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OFFER EXPIRES 


henever a hit game like Ultima or Doom hits the 
computer-gaming scene, it's inevitable that you'll see 
a flood of shareware games that try to mimic the 
appeal of the market leader. With the runaway suc- 
cess of commercial "conquer the galaxy" games 
such as Reach for the Stars, Master of Orion, Pax 
Imperia and Ascendancy, share- 
ware game developers are all 
too happy to follow suit. Such is 


Ber] [Au mmu Er 


|» uem SS aera the case with Star Crossed 
rege: Software’s Stars!, which | 
ech Req Fus Usage be. Warp Speed reviewed here in Shareware 
юа йы E Spotlight a few issues ago. 
ost: 1670 Now, Stars! designers Jeff 
peu j Johnson and Jeff McBride have 
wk released a major update to the 


Wape 1 2 3 4 5 & т e suf original, Stars! 2.0. This new ver- 


sion features a galaxy of new 
Fae. ca aaia Ta tose | features: improved гасе creation 
options, more technology items, 
D Starsto 512152025, wormholes, new 


weapons, new battle tactics and 


[ч engine creates powertl waves of ration and өй kit some of your 
pong each year your race's беш darin level isnt t last Bom. 


Duke Nukem 3D 


Year: 2400 M 
P» hide unimportan 
checkmark in he 
how these messi 
ne magaitying gl: 
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dozens of other revised and upgraded goodies. New 
waypoint tasks simplify fleet management, and a 
new mine fields option allows you to protect vital 
installations from enemy attack. Good news for 
sneaky types is the ability to steal items from other 
players. 

With such an impressive list of new features, 
improvements and bug fixes, Stars! is quickly 
becoming the definite shareware “conquer the 
galaxy” game. As impressive as Stars! has become, | 
can only hope that Star Crossed Software continues 
its efforts at refining this already superlative product. 
For the latest release version of Stars!, head over to 
the Star Crossed Software web page at 
http://www.webmap.com/stars! Or for more informa- 
tion, send E-mail to stars webmap.com. 


other Doom-clones have done), 3D 
Realms has infused Duke 3D with 


System: IBM PC 

Publisher: 3D Realms 

Web Site: http://www.apogee1.com 
Available: Now 
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fter months of delays and 
last-minute bug fixes, 3D 
ealms is on the cusp of 


releasing one of the most ambi- 
tious 3-D action games in history: 
Duke Nukem 3D. Its development 
may have been long and tortuous, 
but you can't argue with the 
results. Based on 
what l've seen of a 
late beta version, 
Duke Nukem 3D 
makes current 3-D 
shooters like 
Doom, Descent and 
Rise of the Triad 
look like yester- 
day's news. 
Instead of just 
boosting screen 
resolution or 
adding the ability 
to look up and 
down (as so many 


an incredible amount of depth and 
realism. Freedom of movement is 
exceptional, with the player able to 
crawl, jump, swim and duck. If you 
manage to find Duke the right 
equipment, you can ride on sub- 
way cars, escalators, elevators and 
dozens of other objects and vehi- 
cles. While you can use such a 
wide variety of objects and vehi- 
cles, you can also destroy them. In 
Duke 3D, stray weapon fire will 
shatter glass, puncture walls, 
destroy light sources and generally 
wreak havoc on the game environ- 
ment. Finally, robust modem and 
network play will make the game 
popular with fans of multiplayer 
games. For more information on 
Duke Nukem 3D, check out the 
Apogee web page at 
http://www.apogee1.com. 


Circa 7000: Armies of Armaged- 
don v2.0 

Registration Fee: $35 

Publisher: Boku Strategy Games 
P.O. Box 2181 

El Segundo, CA 90245-1281 
E-mail: cooneyGix.netcom.com 
Telephone: 800.535.7068 
System: Mac, IBM PC 

Overall Rating: 6 


Registration Fee: $35 + $4 S/H 
Publisher: Epic MegaGames Inc. 
3204 Tower Oaks Blvd., Suite 410 
Rockville, MD 20852 


E-mail: help@epicgames.com 
Telephone: 800.972.7434 
System: IBM PC 

Overall Rating: 7 


Realms of Chaos 

Registration Fee: $24.95 + $5 S/H 
Publisher: Apogee Software 
P.O. Box 496389 

Garland, TX 75049 


E-mail: apogee.software@apogeet.com 
Telephone: 800.GAME123 

System: IBM PC 

Overall Rating: 6 


f you've ever played Games Workshop's 

Warhammer 40,000 tabletop miniatures. 

game, you'll have a good idea what Circa 
7000: Armies of Armageddon v2.0 is all 
about. Playing against another player or the 
computer, you must battle your way across a 
variety of futuristic landscapes, using a host 
of military units at your disposal. 

Although Circa 7000 is an MS-DOS-based 
game, the interface and all the game graphics 
are done in crisp SVGA mode, making war 
fighting a point-and-click process. A play-by- 
E-mail (PBEM) feature lets you exchange 
save game files with other Circa 7000 players 
over your favorite on-line service. If you reg- 
ister Circa 7000, you'll also get two full-fea- 


at do you get when you combine the 

map view from Dark Forces, the vehicle 

from Descent, the wide-open flight areas 
of Terminal Velocity and the addictive network 
play of Doom into one product? You get Radix: 
Beyond the Void, a new 3-D action game devel- 
oped by Neural Storm Entertainment and dis- 
tributed by Epic MegaGames. 

That description doesn't entirely do Radix 
justice, but | have to admit that the game does 
combine several of the best elements from 
other popular action games into one product. 
As with most action games, you can skip the 
storyline and start blasting bad guys immediate- 
ly after installation. Like.Descent, you tool 
around the game universe in a souped-up fight- 
er craft, scooping up weapon upgrades, power- 
ups and other goodies by simply running in to 
them. While you're upgrading your vehicle, a 
motley assortment of malevolent robots and 
enemy vehicles will try to blast big, gaping 
holes in you and your spacecraft. 


ver since Epic MegaGames revolu- 

tionized the computer platform game 

genre with Jazz JackRabbit, share- 
ware-game developers have been in a race 
to emulate that green lagomorph's success 
in the shareware-game market. One of the 
latest entries in the platform genre is Keith 
Schuler's Realms of Chaos, an inventive 
new title published by Apogee. The story- 
line revolves around a brother-and-sister 
duo of adventurers, Endrick and Elandra. 
Their world is threatened by evil forces (of 
course), so the duo has to spring into 
action and save their world. 


tured game and 
map editors: The Game Maker and The 
Customizer. Using these two game utilities, 
you can roll your own scenarios, units and 
weapons and exchange them with your 
friends. 

On the downside, the interface in Circa 
7000 can take some getting used to, and the 
high-resolution graphics make smaller units 
hard to pick out from the background. 
Quibbles aside, strategy gamers should find 
a great deal to like about this game. Circa 
7000 v2.0 can be found on most commercial 
on-line services, or you can download a copy 
from the FTP site ftp.indirect.com in the 
/pub/rpg/Circa7000 directory. 
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Most of the play in Radix revolves around a 
sequential series of missions in which you must 
achieve certain objectives. After those objectives 
have been completed (which usually involves 
blowing something up), you can zoom off to the 
next level. This continues throughout most of 
the game, as you gradually increase the capabil- 
ities of your ship while fighting ever more dead- 
ly adversaries. 

Radix does offer some novel features (such 
as the ability to fire at enemies behind you while 
using the back view), and the game engine as a 
whole is solid and bug-free. The mixture of 
wide-open and closed-in map areas makes for 
interesting play, especially for network and 
modem games. On one hand, you've probably 
seen just about everything in this game some- 
where else; on the other, no other game com: 
bines so many of the best elements into one 
product. It's nothing new, but Radix should pro- 
vide you with plenty of entertainment while 
you're waiting for Quake and Duke Nukem 3D. 


Like Jazz JackRabbit, the player guides 
his on-screen alter ego(s) through the 
game world by having them jump over 
obstacles, dispatch opponents and collect 
power-ups. As you play the game, tapping 
the space bar will give you the opportunity 
to switch between Endrick and Elandra, as 
one may be more suitable for a certain 
obstacle than the other. | do have to give 
Apogee credit for adding a female charac- 
ter to the game, as far too many computer 
games these days overlook the fact that 
women relate better to a game—and will 
spend more time playing it—if a female 
character is actually available. 

As novel as some of the game ele- 
ments are, Realms of Chaos is saddled by 
outdated graphics and animation. Realms 
of Chaos is a solid product with a high 
degree of playability, but it doesn't bring 
much new to the gaming table. For more 
information on Realms of Chaos, check 
out the Apogee web site at 
http://www.apogee1.com. 
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ears ago, Epic MegaGames 

released what was to become the 

definitive pinball simulation on 
the PC, Epic Pinball. Even after several 
years on the market, Epic Pinball still 
stands as one of the finest pinball com- 
puter games ever to grace the screen of 
a PC. After more than a year in develop- 
ment, Epic has released the successor 
Extreme Pinball to Epic Pinball, aptly named Extreme 


——— Pinball. 
: $354 $4 S/H When compared to Epic Pinball, just 
Publisher: Epic MegaGames Inc. about every aspect of Extreme Pinball 


3 screams “new and improved." From 
3204 Tower Oaks Blvd., Suite 410 the new high-resolution graphics to the 


Rockville, MD 20852 stunning audio, Extreme Pinball acts 
and plays like a much more expensive 


E-mail: help@epicgames.com i à Є 
Telephone: 800.972.7434 с e È S commercial-game release. One of 
System: IBM PC + 3 д the most impressive new features 
Б M are the animated messages and 

Overall Rating: 9 j ie graphics that appear in the message 

i area of the screen, which resembles 
the jumbo-sized displays used at 
sporting events. Several times dur- 
ing play, | was distracted by an 
impressive 3-D animation displayed 
there, allowing the ball currently in 
play to slip past my flippers. 

I do have one gripe: Only one 
table—"Rock Fantasy"—is included 
with the shareware version, although 
the registered version sports four 
tables total. Nitpicking aside, com- 
mercial pinball games have been hit- 
ting the market in droves for the past 
few months, but most can't hold a 
candle to Extreme Pinball. If you're a 
pinball junkie and need a quick fix 
available, download a copy of 
Extreme Pinball. 


If you develop or pub- 
lish shareware games and 
would like to see your 
products covered in 
Shareware Spotlight, 
contact Jeff James via 
internet E-mail at 
74774.1635@com- 
puserve.com. 
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"AN ERPONENTIRL LEAP OF CINEMATIC 
GAMEPLAY FROM THE ORIGINRL MILLION C 


Cyberia? sets the 
new standard. 
http:/www.xatrix.com 
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[NEW woRLDS To CONQUER] Cyberia 2™ Resurrection @Xatrix™ Entertainment, Inc. All rights reserved. 1995. 
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MECHWARRIOR2 


31ST CENTURY COMBAT 


* MechWarrior 2 (Activision) 

This was a game that everyone was talking about 
way before release. Even our privileged status as 
reviewers couldn't get MechWarrior 2 to us soon 
enough. The buzz was incredible, and, when we finally 
fell rabidly upon it, our wildly inflated expectations were 
not disappointed. Beginning with a series of training 
missions, the player is led to a level of expertise in han- 


dling the complexities of his BattleMech that will = 


stand him in good stead in the game’s main mode, 
that of a career officer in a full-fledged war (the 

other, instant action mode is fun but lacks the pro- 
gressive sense of achievement available in the war 
mode). Each mission offers you a new planet with its 
own terrain and obstacles (tundra, desert, subtropi- 
cal) against a range of 15 enemy mechs. Each new 
opponent is bigger and smarter than its predecessor, 
but, then again, you should be acquiring more exper- | 


tise to defeat them as you grow in knowledge and com- 
petence. There was nothing careless here: Missions 

were cleverly constructed without being frustrating; the 
controls were easy to learn; the 3-D graphics were 
astounding, rendered in real time, well-texture-mapped 

and having the right feel in terms of physics. Zach 

Meston, reviewing MechWarrior 2 in October, called it LG 
"the best robot-combat game I've ever had the privilege EE 
to review and a damn good candidate for Game of the E 
Year." How prophetic! 
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Best Games by System 


* Best IBM PC Game: Dark Forces 

Essentially Doom meets Star Wars. LucasArts' Dark 
Forces is easily the best Doom clone to date and is the 
game that Doom ll should have been. It sports a better 
engine with a compelling storyline. Despite the lack of 
multiplayer play and a lackluster ending, Dark Forces 
proved to be the best pick for owners of IBM PCs and 
clones. 


late than never, | suppose. When Doom II for the Mac 
arrived at our offices, productivity took a vertiginous 
nosedive, since we publish this very mag on Macs. 
Pretty soon, the place was a frenzy of Doomsters. 
Nongaming types—like the cleaners and the security 
staff, for God's sake!—were as addicted as we on CP 
were—and, hey, it's our job! There's nothing more that 
we can write or you can read about Doom, but suffice it 
to say that nothing released for the Mac this year even 
came close. Not even Power Pete! 


Best Games by Genre 


* Best Sports Game: FIFA 96 
Soccer (Electronic Arts) 

They year kicked off in fine style with FIFA 96 Soccer, 
the only game this year to get a unanimous "10" rating 
and a CP verdict of "Perfect." Ron called it "a mile- per^ 
stone!" Mike said "if only all sports games could be like 
this!" Yup, FIFA had all of us reaching for the exclama- 
tion marks and wheeling out the superlatives. In his 
original review, Jeff Tschiltsch warned us: "Prepare to 
be blown away!.... The animation is so smooth and 
detailed it's easy to forget the players aren't real." With 
its Tele Cam scrolling smoothly, rotating and even 
changing height to give you the best view of the action, 
great controls and playability, nonstop pace and superb 
Dolby sound, FIFA 96 was about the only thing that 
made January '95 worth getting out of bed for. 


* Best Mac Game: Doom II (GT 
Interactive) 

Well, a measure of the degree to which Mac owners 
are second-class citizens in gaming terms, compared to 
all you PC owners, can be gauged from the fact that 
Doom ll was COMPUTER Player's Game of the Year last 
year. Poor old Mac users had to settle for some pretty 
good substitute Dooms, like Marathon, or had to keep 
playing their flayed copies of Wolfenstein 3D. But better 
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Another best of genre that provoked near-total una- 
nimity among the assembled scribes of CoMPUTER PLAYER 
back in February. Jeff Young called it "Syndicate meets 
Alone in the Dark"; Jeremy Berg said it was "absolutely 

unrelenting," a phrase that usually has us slavering at 
the mouth and panting "gimme!" Ron Dulin proclaimed 
that it "sets new standards for adventure games." And 
in reviewing it, CP honcho Mike Davila gave it a “10” 
for originality. Praise indeed for a game whose name 
alone at first kept him from even opening the box! On 
the planet Twinsun (where each hemisphere has its own 
sun), the player takes on the role of Twinsen and must 
somehow overthrow the fascist dictator, Dr. Funfrock, 
save the planet and rescue his girlfriend by solving the 
huge puzzle that is the game itself. With huge and 
bizarre environments, this superb hybrid of action and 
adventure made addicts of us all. 


п Game: Wing 
teart of the Tiger 
C ectronic Arts) 
K Spread over four CDs and blessed with a cast of 
Hollywood character actors like Mark Hamill, John 
Rhys-Davies and Malcolm McDowell, Wing Commander 
Ill represented a whole new dimension of gaming and 
graphic sophistication over and above its predecessors 
in the WC series. The actors replaced the weirdly ani- 
8 mated characters of the previous incarnations, and the 
| gorgeous backgrounds are just one element of WC III's 
enhanced production values. The game's mixture of 
SVGA space combat and a video-based evolving story- 
line (based on your decisions) are at the heart of the 
game's success. Despite some slow loading times on 
3 older PCs, the graphics and rendered environments 
were, according to original reviewer Kevin McCann, 
"in a word, stunning." With 50 dangerous missions 
against texture-mapped, superfluid enemies, and 
resembling T/E Fighter more than earlier WC games, 
Wing Commander III was, in Kevin's words again, "the 
boldest in scope of all space combat simulators to 
date." A classic. 


. Felson and Minnesota Fats. In a genre not renowned for 
setting hearts a-pounding here at CP headquarters, 
Interplay's pool sim, designed by ex-government aero- 

J — space engineers, dispensed with all of the off-table 


| were all cunningly reproduced (these designers knew 
| their physics, after all!). Once you knew your way 
Î around the mechanics of the game play, you could even | 


| (rues included, naturally), a library of saved trick shots 
8 and an FMV screen showing the history of the game 


centrated on balls, table, pockets and scores. VP 
allowed you to zoom in and out for better views and to 
set yourself up anywhere on the table. The physical 
properties of rebound, bounce, backspin and topspin 


try a few trick shots. With four available pool games 


and offering tutorials, and with network, modem and 
practice modes, plus a soundtrack of balls clacking and 
dropping into pockets, Virtual Pool was a game that 
original reviewer Mike D. said made him want to light 
up a stogie to complete the experience (There's an idea 
for a game: Virtual Smoker!) Rack 'em! 


* Best Strategy: X-Com: Terror 
From the Deep (MicroProse) 

As the sequel to X-Com: UFO Defense, this sequel 
had some pretty big boots to fill, but despite its close 
similarity to the original (substituting aquatic invaders 
for the original X-Com's intergalactic kind), the game's 
amazing resource management and turn-based combat, 
riding on one of the best strategy-game engines ever, 
prompted precious few complaints from addicts. 
MicroProse added a huge number of counterterrorist 
missions in harbors or on shipping routes, most of 
them far more complex than their predecessor's space- 
based missions, with multiple levels to clear and con- 
siderably larger battle fields—and more sophisticated AI | 
for the dastardly aliens, making them trickier to destroy 
and overwhelm. Despite unanimous complaints that 
Terror From the Deep was less a sequel than a 
remake—albeit a fantastic one—that didn't stop all 
of us from becoming totally enslaved by its addictive 
properties. 


е 


• Best Adventure Game: Full 
Throttle (LucasArts) 

Another classic from LucasArts: Original reviewer 
Ron Dulin said in August that the company had done 
the impossible. "It's bested its best” with Full Throttle, 
which "has a strong head start to be the Best Adventure р 
Game of '95. Well, here we are at year's end and noth- 
ing's been released since to change that opinion. As 
Ben, leader of the Polecats biker gang, you've been 
framed for murder and must expose the real culprit and 
prevent him from turning the last motorbike manufac- = 


turer in America into a minivan maker (the horror, the 
horror). With a million cops and rival biker gangs stand- 
ing between you and your goal, plus puzzles to be con- 
quered and fights to be won, Full Throttle had its feet in 
a number of different game styles, and excelled in near- 
ly all of them. Sound effects were incredible, animation 
was unflashy but perfect for the story and the dialogue 

ll was witty and hilarious. The only complaint at CP was 

ll that the game was too short. The consensus was that a 
ll longer game would have earned LucasArts а "10." But, 
hey, nearly perfect is a pretty good grade these days. 


n 


* Бе 
Опа Moo - ) 
While LucasArts’ Full Throttle proved to be the best 
conventional adventure, Access Software’s Under a 
Killing Moon showed users how computer games and a 
Hollywood-style production could successfully coexist. 
This title was the first puzzle adventure game yet to 
allow players to roam anywhere they wished for clues 
in highly detailed SVGA rendered environments. 


Stonekeep (In play) 

Last year was a virtual wasteland for RPGs and their 

E fans. Only Dungeon Master Il and Stonekeep, both from 
Interplay, were really technically RPGs from a conven- 

tional standpoint. Stonekeep proved to gamers that you 
О don't have to look and play like Wizardry to be a good 
RPG. Stonekeep also managed to be a good introduc- 


The expectations for this game were high and it 
managed to deliver all of the goods and more—by that 
we mean the installation program, probably the best 
one ever to grace IBM PC compatibles. Command & 
Conquer gave players one of the most important things 


in gaming: incredibly addictive game play. Once you sat 
down to play, it was almost completely impossible to 
get away from this great game. Also, the ability to play 
as either the Nod or GDI with completely different mis- 
sions and outcomes made it one of the gems of 1995. 


While Cyberia might not have been much in the 
game play department, it did manage to excel incredi- 
bly in the graph- 
ics arena. 
Beautifully ren- 
dered SGI graph- 
ics and high- 
quality video seg- 
ments astonished 
the game player 
into submission. 
If you want to 
show off your 
computer's 
graphics to your 
friends, this is 
the game to do it. 


Besides kicking butt in game play, MechWarrior 2 
managed to immerse the gamer in audiophile heaven. 
Digitized speech was both clean and pleasant to listen 
to, without annoying the gamer, while the music got 
you into the heat and rhythm of the mission and battle. 
If you were going to buy a good sound card and quality 
speakers for your PC, MechWarrior 2 was the justifica- 
tion. Truly fantastic. 

That about rounds it up for 1995's best, but only now 
just think of all those games that are on the way like 
Heart of Darkness and Wing Commander IV. Games can 
only get better...well, most of the time. 


he Vietnam War has divided 
this country and its psyche 
like no other issue. Even 
now, almost 20 years from its con- 
clusion, the merits of our involve- 
ment are hotly debated. From big- 
| budget Hollywood films to Bill 
Clinton's draft status, Vietnam per- 
colates into pop culture on many 
levels, an ineradicable part of our 
Collective subconscious. In the late 
1970s, a man named Jan Scrubbs 
organized a grassroots movement 
to build a memorial to those who 
served in the war. Funded almost 
entirely from private contributions, 
except for the government-donated 
_ land, the memorial has since 
become a moving symbol of one 
thing everyone can agree on: Too 
many young men and women 
died. Beyond the Wall, from 
Magnet Interactive, documents 
` every aspect of the memorial, from 
the call for entries to the wall's 
- continuing role as a place of 
national mourning. Maya Lin's 
original draft proposal is repro- 
duced, along with several of the 
other finalists. There is a brief sec- 
tion discussing the war itself, with 
an emphasis on giving voice to 
those who served, with archival 
footage, audio interviews and mov- 
ing reproductions of letters home 
from the front. The disc uses a 
graceful blend of video and still 
photography to bring the actual 
memorial (and the subsequent fig- 
urative additions) to life, as well as 
a sampling of the flowers, ex votos 
and other gifts left by those who 
have come to find their loved ones. 
You can search through the data- 
base of names and find a name or 
even find all of the dead from a 
particular hometown or all those 
born on a certain day. Like the 
memorial itself, a huge slab of 
black granite that presses into the 
soft grass like the war presses into 
our collective memory, this CD- 
ROM can't undo the past, but it 
does bear witness, silently and 
powerfully, to our collective grief. 
For more information, con- 
tact: Magnet Interactive 
Studios, 3255 Grace St., NW, 
Washington, DC 20007; 
202.625.1111. 
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WinWay е cover of WinWay Resume is an 


updated-for-the-'90s version of the 
Résumé famous creation section that 
appears in Michelangelo's Sistine Chapel. 
Instead of Adam reclining on a cloud, 
receiving the pulse of life from the hand of 
God, we see two well-manicured white 
hands shaking. One is wearing a business 
suit. Behind them, the white clouds and blue sky have receded into the background; 
superimposed on them is a beautifully laid out résumé—presumably 
the “Résumé That Got the Job.” | can see this image hanging on 
Warren Buffet's wall, no problem. WinWay Résumé is a kind of work- 
shop in a box. It has a word processing/page layout program that 
helps you create and format your résumé. You have options to cus- 
tomize it in several designs, fonts, etc. The nifty "autowriter" feature 
suggests "action words" and phrases that will make you look good. 
Pepper your job search with VERBS (approved, achieved, attained) 
and describe yourself in POSITIVE terms (a hands-on professional, a 
morale builder). The autowriter feature also appears in the cover let- 
ter section, with similar suggestions. One great feature is the con- 
tacts database, which you can use to keep track of what you have 
sent where and to do mass mailings. It is too bad you can't import from other 
address-book programs, though; so, if you have a preexisting address book, you 
would have to reenter all of the information. The kookiest thing about WinWay 
Résumé is the interactive video section, which provides interview simulation and 
salary negotiation. A business-type lady or man asks you sample questions and you 
can enter your own answers, click to hear scripted ones or ask for hints. Who knew 
there was a right and wrong way to answer the simple questions, "Can | get you 
something to drink?" or "Did you have trouble finding us?" | suppose if someone 
really has no experience in job hunting whatsoever—and no friends or acquain- 
tances who have ever had jobs or been on interviews—this might be useful. Check 
out my cover letter! 
For more information, contact: WinWay Corporation, 5431 Auburn 
Bivd., Suite 398, Sacramento, CA 95841-2801; 916.965.7879. 


The World’s 


the girls made cool origami purses and frogs and stuff, and 

the guys made killer paper airplanes. With my grubby unco- 
ordinated hands and my nearly blind genius status, | usually 
just ended up with a dirty, wadded up bunch of paper. Just 
think if | had had The World's Greatest Paper Airplanes back 
then. | would have ruled the school. In simple, easy-to-follow 
animation, over 50 airplanes, gliders, jets and experimental 
craft are included. You can advance the animation step-by-step 
and make the plane as you watch. Advanced users can rotate 
the plane and view it from every angle. Also included in a little 
educational module is some info on the history of flight (even 
pre-Orville and Wilbur Wright), the history of paper and some 
principles of aerodynamics. These sections prove useful later 
on, when you are troubleshooting, helping 
you to intuit that the flaps need to be folded 
a certain way to counteract a tendency to 
nosedive and thus preventing needless 
paper tragedies. | would have liked to see 
the program expanded to cover more than 
just planes—how do you make those damn 
frogs anyway?— because this is such an 
effective teaching method of the craft. But, 
nevertheless, WGPA is a wonderful gift for 
any child. 

For more information, contact: 
Mindscape, 60 Leveroni Court, Novato, 
CA 94949; 415.883.3000. 


Greatest Pa per { could never do the paper-folding thing. In grade school, all 
Airplanes 
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е new CD+, or enhanced 


Alive im the CD format, continues to 


glut the Point of Reference 


Swuperumlkmowwim res. From the grunge senior 


ES class, we have Soundgarden's 

and Moby Disc Alive in the Superunknown. This 
is a companion piece to, you 
guessed it, their album 

Superunknown. Although the graphics are 
way new-agey for a band that stands 
around looking bored in most of their 
videos, this title provides a lot of wick for 
your click, as we say in the biz. There are 
four songs, including unreleased live versions of songs from the album, a still 
photo game, a video "forest" that you explore (with "Black Hole Sun" and 
sundry other videos hidden in its depths) and lots of other levels and surprises. 
You can customize the program in various ways, so it continually surprises you. 
There isn't a lot of intimacy, even in the interviews, but, when you travel into the 
vortex of the superunknown section, you'll get to viscerally experience what's on 
the minds of the Soundgarden dudes. And it ain't pretty. Sharks, nuclear ruins, 
pyramids and a Pong game that may lock up your machine forever. 

You'd think the techno/house scene would have moved into interac- 
tive in a big way, but, to my knowledge, Moby is the first DJ type to do 
one. His Moby Disc (yuk yuk) is distinctly low-fi, with rough edges and a 
cheesy, public access aesthetic. There are no menus or even words, just 
little flying Mobyisms set against a variety of cheap backgrounds; track a 
flying Moby long enough to click on it and you'll get a snippet of wis- 
dom from the man, a video clip or other assorted goodies. One thing | 
learned: Moby only remixes songs he doesn't like. That's kinda cool. 
Kinda rebel-like. Kinda Steve Albiniesque. Unfortunately, the rest of 
Moby's disc just features his already released videos, except really, really 
small and jerky. So, unless you are into small and jerky, stick to MTV for 
your ravin'. 

For more information, contact: Warner Music Group, 345 N. 
Maple Drive, Beverly Hills, CA 90210. 


Rock know you guys expect me to start this one with a 
Cli bi rant about how rock climbing seems to me to be 
[LI ing something you have to learn somewhere other 
than plunked in front of your computer getting carpal 
tunnel syndrome. But, in this case, | can partially see 
the point. Rock climbing is as much about its technolo- 
gy and technique as it is about the visceral fun of risking your life when you 
could just take the funicular. Rock Climbing, based on a best-selling series 
of mountaineering books, provides detailed information on all of the neces- 
sary equipment, an extensive safety guide, video and diagrams of tech- 
niques and a guide to the vast wasteland of rock climbing jargon. (I counted 
65 unknown terms on the back of the box alone.) The interface does the 
usual cutesy stuff: The main screen is your base camp, you delve into topi- 
cal information by climbing up a rockface, etc. | especially loved the sec- 
tions on climbing lore, ethics and “The Climbing Lifestyle.” Here the disc 
goes beyond the raw data and into phenomenology. There is an essay on 
fear and others on the transcendent nature of the sport and how it can 
improve your life. The theory seems to be that if you scare yourself silly 
hanging from a rope on the side of a 
cliff, you will be able to face your boss 
Monday morning with renewed vigor 
and confidence. You certainly can't get 
that from playing squash. 

For more information, contact: 
Media Mosaic, 520 Northwest 
Davis St., Portland, OR 97209; 
800.972.3766. 
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=- #, 
Grolier’s 
Multimedia n recent years, science fiction has gone from being a niche 


market to a popular genre in media ranging from film to 
Encyclopedia of fanzine to World Wide Web site. Now an ambitious survey 
ES = жа of science fiction, previously published in paper, is available оп 
Science Fiction Grolier’s Multimedia Encyclopedia of Science Fiction. 
With thousands of entries, the CD-ROM not only catalogs 
the world of sci-fi, but thoughtfully analyzes it with 
~ essays on such topics as the sci-fi community, the 
25 €— role of women in sci-fi (as writers and as characters) 
^ and themes ranging from dystopia to hacker narra- 


= 10/30/95 Grolier Sclence Fiction 
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tal —— —— 
| HES aae ve 
5 F _ tives. The breadth of the pro- 
چ‎ SENE gram is massive, yet the content 
le Edit — «eae Ís consistently boiled down to 


digestible, understandable 
screens of engaging prose, 
hyperlinks and images. The 
authors occasionally get carried 
away with unbridled enthusiasm 
for their subject—they call sci-fi 
"the literature of the intellectual- 
s ly discontented,” which may sur- 
Cae ÄR ава] prise Franz Kafka—but generally 
Fa CREED кле 5 the critiques and comments are 
on target, even brutal (one novel 
is referred to as “infantile hackwork”). In keeping with 
this focus on the intelligentsia, the written word is 
very much the focus of the program, though film and 
television are covered in an archive section. | would 
have liked to see the Timeline have some kind of 
accompanying text that connected developments in 
sci-fi themes and topics to real-life events (surely the 
rise of space exploration and subsequent lunar land- 
ing had some sort of effect), but, other than that, 
Grolier's has turned out a magnificent compendium. 
For more information, contact: Grolier's 
Electronic Publishing, 9 Sherman Turnpike, 
Danbury, CT 06816; 203.797.3530. ғ 
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~ WR Soccer ‘96 


othing beats actually playing sports. However, VR Sports’ upcoming line of vir- 
tual sports titles for the IBM may be the next best thing. VR Soccer '96 kicks in 
} first, and if it's any indication 
of how good the other sports 
games from VR Sports may be, 
computer sports gamers could be in for a 
real treat. 

Instead of the standard two-dimensional 
sprites that make up the players in most soc- 
cer games, VR Soccer '96's players are realis- 
tic motion-captured 3-D polygons, resulting in 
smooth graphics combined with an easy 
interface. A virtually unlimited number of 
camera perspectives allow players to view the 
action any way they want. 

If you're worried about losing some of the 
moves, don't be—VR Soccer '96 appears to 
have everything in tact. Windmills, headers, 
dives and everything else you love about soc- 
cer, without the scrapes and bruises. A sports 
commentary by Barry Davies keeps you 
apprised of the action. 

Tournament play is included, and 44 real international teams make up VR Soccer '96's 
lineup. Four players can go at it on one computer, but network play is where VR Soccer '96 
manages to really excel. Up to 20 players can take virtual 
control of both teams—provided you can organize a net- 
work that large! The ball should be rolling in early 1996, 
and VR Soccer '96 looks set up to score. 


System: 

IBM PC CD 
Publisher: 

VR Sports 
Developer: 
Gremlin Interactive 
Available: 

Early '96 


ith over 7 million units of 
Microsoft's Windows 95 
sold, it's no wonder that 
software companies are 
switching to Windows 95 as 
their EEG platform for games. TRITRYST is 
the first specifically designed game from Virgin 
for Windows 95, and, as the name implies, it's a 
puzzler. 
As easy to learn as other well-known puzzle 
games, like Tetris and Shanghai, the objective of 
TRiTRYST is to create order amidst chaos in this 
stack-'em-up and take-'em-out puzzle game. Played on a grid of 10x 10 squares, you 
need to remove tiles in sets of three. 
Exhibiting an intuitive interface and several different 
System: graphical tilesets, TRiTRYST appears to have all the nec- 
IBM PC р еѕѕагу addicting elements to compete with prior puzzlers. 
à It will also come on 3.5" floppy disks in addition to CD- 
Publisher: ROM, allowing most gamers to get in on the brainteasing. 
Virgin Interactive Once the computer offers you no further challenges, you 
Entertainment can turn to a friend. With both 
Developer: modem and network play, 
Cinematronics TRITRYST will have you puz- 
Available: $ Ыы zling things out with your 
Early ‘96 friends late into the night. 
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System: 

IBM PC CD 
Publisher: 

GT Interactive 
Developer: 

Zombie Virtual Reality 
Entertainment 
Available: 

Now 


System: 

IBM PC CD 
Publisher: 
GT Interactive 


Developer: 

Zombie Virtual Reality 
Entertainment 
Available: 

Early ‘96 


orget kicking a ball across the field at 
an opponent's goalpost—that's too 
passé. Instead, hop into a cyber-racer, 
fire it up and be prepared to blast 
your opponents out of your way as 
you shoot to score in Zombie's upcoming action 
sports title LOCUS. 

At first, it's easy to lose your orientation and 
bearings as you jet about within curvaceous arenas, 
competing against other cyber-racers in this futuris- 
tic soccer-style game of skill and elimination. 
Basically, your objective is to grab the ball with 
your cyber-racer and shoot it at your opponent's “goal” triangle, all the while literally blasting 
your opponents out of your way with lasers in an effort to clear a victory path. 

The 3-D engine puts you in the seat of the cyber-racer looking forward, and a simple direc- 
tional arrow keeps track of where the ball is as well as the location of the goalpost when you 
pick up the ball. All you have to deal with is the oth- 
ers who are after the ball, too. 

Supporting VR helmets for the ultimate form of 
immersion, LOCUS also has various resolution 
modes. Naturally, network play is included, since 
racing about against computer drones is nowhere 
near as much fun as taking on your buddies. With 
all its hectic, blistering, fast-paced action, LOCUS 
could breathe some new life into otherwise typical 
sport-type games for the IBM. 


[позе bad boys from 
Russia are back. Alexey 
| Pajitnov and Vladimir 

Pokhilko, the distin- 

guished creators of 
Tetris, take to the stars this time 
around, forgoing their usual puzzle 
games and instead creating /ce & 
Fire, an action and adventure title 
that combines flight and combat 
within real-time 3- 
D environments. 
As fate would have 
it, alien invaders 
have taken control of Asteroid IF- 
1, freezing all the inhabitants at 
the space stations. It's up to you 
to blast your way into the facility, 
then overcome the aliens within 
in an effort to regain control of 
Asteroid IF-1. 

Ice & Fire is divided into two 
modes of play. In the first part, you jet over the planet choosing various courses while duking it 
out with aliens, collecting power-ups and shields along the way. The other type puts you into a 
3-D engine as you explore and combat the aliens within eight unique space stations. 

Fortunately, you've got the forces of ice and fire on your side, in the form of ice bullets, fire 
bullets, ice missiles, fire missiles—well, you get the idea. With its fast-paced setting and two 
modes of play, Ice & Fire promises to offer plenty of cool and hot action. 


February computerRPlayer 35 


Bad Mojo 


ad Mojo meshes a bizarre mystery adventure within a stunning 3-D 

world which the player navigates through to uncover the story. As the 

story unfolds, the player assumes the role of a cockroach. As a cock- 

roach, the player embarks on an exploration of a beautifully rendered 3- 

D bar and hotel complex and must discover the true identity of Roger, 
the main character, by unraveling intricate clues which are placed throughout the 
rooms of the building. In the finale, the story reaches a harrowing climax in which the 
player is faced with a life threatening situation. 


"Bad Mojo is unlike any game on the market today. We have conveyed a unique 
and complex story using all the interactive tools available such as live action digital 
video, 3-D computer animation and digital photography," related Drew Huffman, 
President of Pulse Entertainment. In fact, the game" introduces a novel navigation 
metaphor. The player moves throughout the 2-D and 3-D scenes by navigating a 3-D 
roach. Along the way the player meets a multitude of deadly foes which can lash out 
at any moment. There are also 
many friendly characters which E 
provide valuable clues. Survival is 
accomplished by the player com- 
pletely supplanting themselves into 


Pulse Entertainment the deranged world of a cockroach | 
С eloper: It is not for the faint of heart or | 
Pulse Entertainment those who might be kept awake, 

д long after the game is finished, by 

February 1996 ghastly images from the underside 


of a neglected world. 

As the 3-D computer animated 
camera moves through a dreary 
rainy night above the San 
Francisco skyline, the player is 
introduced to the demented world 
of Roger Simms. The entire story 
takes place inside a dilapidated 
combination bar-apartment build- 
ing located at the foot of the Bay 
Bridge. Inside one of the rooms, 
over the bar, we see Simms planning his escape from a lifetime of trouble as he 
counts the one million dollars he has just confiscated from a research grant to contin- 
ue the exploration of his life's passion-cockroaches. Roger has other plans for the cash 
as he moves toward "his perfect getaway." However, before Roger can "disappear 
into thin air," he is transformed by a magical locket into a cockroach and finds himself 
helplessly cascading into the basement of the bar. The player 
assumes the role of Roger and begins to crawl, as a cock- 
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roach, through the rooms of the building їо gain insight into the pow- 
erful forces which have changed Roger's life forever. The mysterious 
tale can take many directions based on the player's own actions as they 
navigate through the hazardous world. In the end, the player's convic- 
tion and motivation will direct the story ending 

Bad Mojo offers many hours of playing time as players will be required 
to piece together and solve the complex story twists and puzzles which 
inhibit their progress. Two years in development, the game fea- 
tures over 800 2-D and 3-D computer graphic scenes inter- 
TANT spersed with over 30 minutes of live action video. In addition, 
the production team developed an exciting navigational tool 
Load Game which allows 2-D imagery to be mapped with complex 3-D 
topography landscapes and explored with 3-D characters. The 
deeper the player goes into the environment the more real and 


Save Game 
strange the world becomes. With the power of a cockroach, the 


Preferences player can climb over and move objects as they traverse the 
landscape. The simplest of objects, a cigarette butt or a bottle 
Help cap can lead to a valuable clue, a means of escape, or perhaps 
an untimely death. The choice is up to the player as they find 
Trailer themselves drawn deeper and deeper into the haunting world of 
Bad Mojo. 


Credits 


Resume Сат 
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j | W HOW IT WORKS 
Our reviews are the opinions of our freelance and staff 


writers. Games are rated on a scale of 1 to 10, with 10 being 
the highest rating attainable. 


REVIEWED THIS ISSUE 


Я Stamps of Approval 
40 The 11th Hour 60 Perder Вит haad If you see either опе of these stamped оп а 
42 The Dig review, put down the magazine, go to your soft- 
х 62 TekWar ware store and purchase said game immediately. 

44 Destruction Derby 

Capsule Reviews 
46 Rebel Assault II PERFECT! 

73 Finesse Bridge i 
50 Screamer Power Pinochle Excels in all cate- 

Gin Rummy gories. A milestone. 

52 Crusader: No Remorse Arcade Americal These games are 
54 Wipeout very rare, 
ve Worms RECOMMENDED 
58 Fighter Duel An overall great 


game. If you're an 
avid player of the 
genre, this game is 
a must-own for 
your library. 


Summary Paragraph 
It all ties together here, where we issue our final verdict and 
tell you honestly if it's a dog or a Doom. 


Ratings Categories 
modem pay make GRAPHICS: This is where we look at things like animation, 
background and character art, color palette, scrolling, resolu- 
tion, etc. 

MUSIC: Here we evaluate those wonderful musical scores. 
ORIGINALITY: A look at the effort that was put into creating a 
unique gaming experience. Same old just doesn't cut it here. 
OVERALL: This 
rating takes into 
account all of the 
pluses and minus- 
es of the game. 
This overall rating 
is not an average 
of the other 
Scores. 
PLAYABILITY: 
Ease of game's 
interface, enjoy- 
ment of the task 
involved, control 
mechanism and 
replayability all 
factor in here. As 
a single factor, 


ingit easier than 


ever to connect 


with a friend. 


TECHBOX playability is the 

Important stuff game's most important aspect. B 
you need to know SOUND EFFECTS: Located on the side of the human head, 
about the game, ears play a big part in evaluating this nonmusical aspect of the 
including hard- r game. Creating an atmosphere is crucial. 
ware require- ا‎ $ VALUE: We'll tell you if the particular game is worth the 
ments, developer, hard-earned dollars that you might pay for it. With games run- 
publisher and Requirement dus MM ning anywhere from $20 to $80, you might find this rating 
price. You'll even 15 Megabytes Hard Disk, indispensable. 
discover some of CD-ROM Drive 
the game's active ا‎ Stein senes Deren 
ingredients. H and Manet 
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always feel a bit silly when | write 
reviews of games that | know are 
going to be smash hits. Such is 
the case with The 11th Hour, 
which we previewed in a cover 
story way back in COMPUTER PLAvER'S 
very first issue. | could write that it 
was the worst game since The 
Psychotron and you people would 
still snap it up by the thousands. But, 
since we have a few pages to fill 
(ahem), I'll forge ahead and make 
some destined-to-be-ignored hard 
criticisms. 

The 11th Hour is a quite direct 
sequel to The 7th Guest, taking place 
years after the nightmarish events of 
the first game. Robin Morales, a 
reporter for a popular TV news- 
magazine, has disappeared while 
investigating the strange house that 


was once the home of twisted toymak- 
er Henry Stauf. You play the role of 
Carl Denning, Robin's producer and 
snuggle-bunny, who has foolishly 
entered the Stauf mansion armed with 
nothing more than a notebook com- 
puter and a flashlight in his search for 
answers. 

You get your answers by wander- 
ing around the mansion and solving 
puzzles tucked away damn near every- 
where. Each time you solve a puzzle, 
you might open up previously inacces- 
sible areas of the mansion. As in The 
7th Guest, many of the puzzles are 
rather simple variations on decades- 
old games or toys. The 11th Hour also 
has a half-dozen or so "strategy" puz- 
zles in which you play against Stauf 
(a.k.a. an artificial intelligence algo- 
rithm), whereas The 7th Guest only 


Another game play addition in The 
11th Hour is that Stauf forces you to 
search the house and “grab” certain 
objects in order to call up plot-thicken- 
ing (and noninteractive) full-motion 
video scenes about the events leading 
up to Robin's disappearance. His clues 
are often quite obscure, but, since the 
house ain't all that big, you can just 
wander around and touch items ran- 
domly until you find the one that 
shows the clip. (Not a sporting way to 
do it, but it works.) 

The notebook computer acts as the 
game interface, allowing you to save 
and load your progress, get clues 
about (or outright solutions to) the 
puzzles, access a map of the mansion 
and watch any FMV clips you've 
revealed. In The 7th Guest, your pun- 
ishment for abusing the hint system 
was a "bad" ending; in The 11th Hour, 
the hint system has a limited amount 
of use, so you have to be conservative 
with the clues. 

The 11th Hour's graphics are 
exceptionally nice and nicely moody. 
In The 7th Guest, Stauf's mansion was 
surprisingly well-lit, making every- 
thing quite easy to see; in The 11th 
Hour, the mansion is dark and dilapi- 
dated, giving it a downright spookier 
feel. As for the full-motion video clips, 
the actors turn in strictly average per- 
formances and the video is poorly 
directed; instead of having a creepy 
tone, the clips end up looking like 
scenes from a schlocky horror movie. 
Very disappointing, when you consid- 
er that the FMV is your reward for 
solving puzzles and advancing 
through the game. 

The music and sound effects are 
much the same as the graphics. In the 
game themselves, they're exceptional; 
in the FMV clips, they're weak. George 
"The Fat Man" Sanger, composer of 
The 7th Guest, is back again, and most 
of his tunes are variations of his 
catchy themes from the prequel. The 
sound effects mostly consist of puzzle 
pieces being moved around and Stauf 
chewing you out incessantly when 
you screw up. | found it quite annoy- 


How about a 
kiss? No, this 
isn't Mrs. Gene 
Simmons. 


Just as in its predeces- 
sor, The 11th Hour is 
filled with loads of mind- 
teasing puzzles. 


ing that Stauf kept referring to me as 
"Carl"—l know it's the name of the 
protagonist, 
suspension of 
and firmly re 
playing a ga 
ing this would 


it always took my 
belief down to zero 
ded me that | was just 
(Imagine how alienat- 
to female players.) 
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locations, solve numerous puzzles, 
and find out just what exactly hap- 
pened to the advanced civilization that 
once inhabited the planet. And per- 
haps along the way you'll be able to 
decipher the key that you need, 
unlocking your way back to Earth. 

If you've played Full Throttle, you'll 
be at home in no time with The Dig's 
easy interface. Everything can be 
quickly performed via the mouse, 
from gathering items, using objects, to 
talking among each other. Beginners 
will also find themselves able to play 
the game within minutes without hav- 
ing to worry about complicated game- 
play, because the complications aren't 
there. 

The Dig overshadows Full Throttle 
graphically, with beautiful light- 
sourced graphics and highly imagina- 
tive areas. For example, as your team 
descends from the surface into the 


he chances are said to be 

extremely slim, but odds 

were made to be defied. 

Through the dark recesses 

of space it sped, a singular 
path with only one thing in its 
way-Earth. Thanks to an early detec- 
tion system the asteroid was seen 
early enough to launch an expedition 
in an attempt to alter its course. And 
so begins LucasArts’ long-awaited and 
much-hyped The Dig, a title “based on 
a concept by Steven Spielberg.” 

Day of the Tentacle, the Indiana 
Jones series, Sam & Max, and most 
recently Full Throttle; over the years 
L ü B o x LucasArts has shown an extremely 

ie adept touch at creating great adven- 
ture puzzle games. Does The Dig live 
up to its hype and continue LucasArts 
legacy of quality games? In a word, 
yes. 

After nuking the asteroid into a 
safe orbit, a routine check on 
the asteroid is performed by 
NASA veteran Boston Low, 
renowned geologist Ludger 
Brink, and award-winning 
journalist Maggie Robbins. 
What's uncovered transports 
them well beyond Earth's 
orbit, onto a distant and deso- 
late planet. 

Naturally it's up to you to 
get this trio home, but before 4 
you can do so you'll have to & P. 
explore over two hundred ess 


= 


The asteroid settles into safe orbit after 
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asteroid, their suits change color to 
reflect the different colored light 
sources. In fact, special effects are not 
surprisingly supplied by Lucas’ 
Industrial Light and Magic. The char- 
acters themselves are smoothly ani- 
mated, whether floating, walking, or 
using items. 

While The Dig doesn't manage to 
overtake Full Throttle in the voice-act- 
ing department-it'll be a while before 
anyone outperforms Ben's voice-it's 
still very professional and comfortable 
sounding. The musical score com- 


pletes The Dig, a rich but not over- 
powering orchestration that helps 
draw players further into The Dig's 


atmosphere. 

The only Пу inherent problems 
that The Dig ers from is the same 
problem tha 1 Throttle had-it's not 
a very long e. Like Full Throttle, 
The Dig tend involve you in rea- 
sonably lon aying sessions, mean- 

ing that you might finish The Dig in 


two to three ni 
how experien 
adventure ga 


ts, depending on 
you are with 


An asteroid threatens Earth, and it's up 
to your team to plant explosives to 
alter its path. 


After nuking the asteroid into a safe 
orbit, your team descends for what 
should have been a routine followup. 
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I f you needed any more proof that 

| the PC is the gaming platform of 
choice, just look at the simple 
fact that the biggest names in the 

і video game industry (with the 
exception of Nintendo, but they're an 
exception to just about everything) are 
producing or planning to produce 
games for the PC: Sega, 3DO, and 
now Sony, which has taken the indus- 
try by storm with their 32-bit 
PlayStation. 

Programmed by Reflections, the 
British group best known for their 
Shadow of the Beast trilogy on the 
Amiga, Destruction Derby is one of 
Sony's first PlayStation-to-PC conver- 
sions. It’s a racing game with a simple 
gimmick that makes for a very tasty 
piece of eye candy: when the cars in 
DD collide, they both take rather obvi- 
ous damage from the impact. At the 
start of a race, all the vehi- 
cles are pristine; by the end 
of the race, their front ends 
are buckled, their side doors 
smashed to bits, and their 
engines coughing out black 
smoke in a feeble attempt to 
produce more speed. 

DD offers four modes of 
play. Stock Car Racing is 
straightforward lap racing, in 
which crashes are fun to 
watch, but don't count for 
anything. Wreckin' Racing is 
the same as Stock Car 


Racing, except you can also score 
points for crashing into opponents and 
making them spin out. Time Trials is a 
boring one-player race against the 
clock. Destruction Derby is the most 
exciting mode in the game, throwing 
all 16 cars into an open-air arena and 
watching the carnage pile up until 
only one working car remains. 

DD is laden with options and fea- 
tures. There are five tracks (and sever- 
al hidden tracks, since the PlayStation 
version has a couple) in the racing 
modes, including a cross-over track 
that's guaranteed to create chaos as 
cars wham into each other. There are 
three difficulty levels to keep you chal- 
lenged. There are three view modes 
from both outside and inside the car. 
There's an instant replay mode to 
watch any race in its entirety and save 
it. Best of all, there's a two-player 


CressOver 


option to race against a friend or 
enemy on a linked PC. It's a damn 
shame only two PCs can race, though; 
four-player or eight-player network 
support would've been dreamy. 

The game play differences between 
this and the PlayStation version are 
surprisingly few. The PC version has 
only 16 cars in each race, while the 
PlayStation has 20, and the PC version 
only has six "damage points" on your 
car, while the PlayStation version has 
ten, allowing you to absorb a little 
more damage. 

Destruction Derby's 256-color VGA 
graphics don't match up to the 
PlayStation version and its thousands 
of colors; some of the tracks have had 
their background scenery stripped 
down, presumably because 1) the PC 
couldn't handle the visual tricks, 2) to 
keep the frame rate high, or 3) both. 
The good news is that the most 
important graphics of all, the texture- 
mapped cars, look almost identical to 
the PlayStation DD. The music is fast 
paced and upbeat, perfectly suiting 
the action, and the sound effects are 
adequate smashes and crashes. (The 
computer drivers also insult you when 
you smash 'em in the Destruction 
Derby mode.) 


February computeRPlayer 


45 


review 


by Kevin J. McCann 


46 


Web 


Requii 


computerPlayer February 


Fou thought it was over 

when the Death Star was 

destroyed. But now rebel 

ships are being mysteri- 

ously eliminated by a new, 
unseen Empire weapon. It's up to you, 
Rookie One, to not only uncover the 
threat, but to put an end to it as 
well-while you still have time. And 
thus Rebel Assault Il: The Hidden 
Empire begins, thrusting you into a 
brand new storyline as you continue 
your endless fight against the merci- 
less Empire. 

Those that played the original 
Rebel Assault will be able to slip com- 
fortably into the various missions, 
ranging from blaster fights against 
storm troopers, a perilously fast speed 
bike run, to infiltrating the Empire, rac- 
ing through complexes in your trusty 
X-wing. There's even a mis- 
Sion where you get to pilot 
the Millennium Falcon 
through a mine in a desper- 
ate bid for survival. 

As with the original, 
Rebel Assault II is a fast- 
paced reflex-intensive arcade 
approach to the Star Wars 
universe. Those seeking the 
space combat simulation 
qualities found within X- 
Wing or Tie Fighter won't 
find that type of gameplay in 
Rebel Assault ll. They key- 
word to remember is that 


Rebel Assault Il is really an arcade 
game at heart, not a simulation. 

The most notable change in Rebel 
Assault Il is new footage in the Star 
Wars universe detailing the storyline. 
The video compression scheme is 
very good, resulting in very sharp cin- 
ematic sequences. From the blasts of 
your lasers to exploding enemy ships, 
the sound effects help heighten the 
overall theatrical experience. Musically 
Rebel Assault Il stands out, basically 
using all the tried-and-proven Star 
Wars themes to emphasize the action 
and setting. 

In contrast to the sharp video, 
sound, and music, the acting ranges 
from reasonable to bad at times. Lines 
are delivered without any real-sound- 
ing urgency, and the young hero that 
plays Rookie One just doesn't have the 


Hurtling at breakneck speeds you dive 
into a complex avoiding walls while 
blasting away. 


Don't worry, he's not Rookie One's 
father, but he’s the main menace, as 


always. 


endearing eagerness that Mark Hamill 
originally had as Luke Skywalker. With 
the great voice-acting found in both 
Full Throttle and The Dig, perhaps 
LucasArts does better with cartoon 
characters 

The interface is extremely easy-in 
fact really all you need is a regular 
joystick. There aren't any sophisticated 
keyboard commands, it's just guide 
and shoot for the most part. While the 
joystick can be configured at various 
settings, some stages are still reason 
ably difficult at getting the joystick to 
aim well against incoming targets. 

A number of skill settings allow 
beginners to experts to tailor Rebel 
Assault 11 to their respective gaming 
abilities. Good players will probably 
be somewhat disappointed with Rebel 
Assault II's overall length, since it's 
possible to complete the entire game 


within two hours 


An Impe! 
trators. Wi 


Quick reflexes are all that keeps the 
Falcon from permanently becoming 
part of the mine. 


I Shuttle hosts Rebel infil- 
the Empire ever learn? 


It's storm trooper against storm troop- 
er when Rookie One's disguise is dis- 
covered. 
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mind-altering digital hal- 
lucinogenic is the virtual 
drug of the future. The 
drug’s name is TEK, and 
those in command of the 
distribution are the Tek Lords. They 
were the ones ultimately responsible 
for putting you into the deep freeze, 
framing you as one of them when you 
were always against them. Now 
you've been thawed out to put an end 
to the Tek Lords in Capstone's TekWar, 
based on the books and TV series by 
good ol’ Captain Kirk, William Shatner. 

As in the TV series, William 
Shatner plays Bascom in TekWar, your 
boss. He sends you out to clean up the 
streets, buildings, and subways 
against the Tek Lords and their min- 
ions. Bascom also evaluates 
your performance, reminding 
you that if you screw up it's 
back to the freezer for you. 

TekWar uses 3DRealms' 
Build Engine, last seen in 
Capstone's Witchhaven. But 
whereas Witchhaven was to 
medieval, TekWar is to high- 
tech. You'll need to explore 
offices, hospitals, warehous- 
es, and sewers to uncover 
the rats in this city. 

While TekWar supports up 
to 640 x 480 resolution, and 
offers a very detailed envi- 
ronment to roam, it falls 
short in the overall mechan- 


SONNY MILE 
HOKOURI CONNOR 


тан! 


ics. Shoot-outs naturally play a large 
part in TekWar, but all too often the 
fight's over before you know its even 
begun 

Part of the problem is that the ene- 
mies all tend to be olympic marksmen 
(and women), capable of hitting you 
with virtually every shot. Whereas 
Doom's sergeants were horribly bad 
shots, TekWar's enemies are just too 
accurate for the game’s own good. 

Often you'll step into an office to 
be greeted with the screen flashing 
red, indicating that someone is mak- 
ing a lead deposit in you. By the time 
you find your enemies, it's either too 
late or you've lost significant health in 
the process. Because unlike your ene- 
mies, you're a horribly bad shot. 

The joystick support in TekWar is 


Subways provide the ultimate driveby 
shooting sensation. 


overly responsive, making it difficult 
to aim at enemies. Whereas Doom 
and other shooters tend to auto-aim 
as long as your targets somewhat in 
front of you, TekWar requires that your 
enemy is directly within the cross. 
hairs of your weapon. This can be 
especially aggravating when you walk 
into a warehouse with enemies shoot 
ing from walkways above you. No 
quick strafe and waste here, you've 
got to take time to aim, and in doing 
so, you incur significant damage and 
can't even sidestep well. 

Fortunately the mouse is a tad bet- 
ter, but it's still difficult disposing of 
bad guys efficiently. And in TekWar, 
combat is the name of the game. This 
is easily TekWar's biggest fault, and 
essentially its undoing. 

The acting really depends on 
whether or not you like William 
Shatner. If you don't like him, you 


As with Dark Forces and 
Witchhaven, the automap overlays 
onto the play screen. 


won't care for his presence, if you do 
like him, you won't be embarassed. 
But he solely exists to brief out mis- 
sion plans and critique you, not offer- 
ing much useful help 


Some features, such as riding sub- 


ways and buses, are a nice touch. 


There's also modem and network 
play, but they fer from the same 
faults the reg game has—it's just 
too difficult to aim well. And in fast 
combat, you 't want to have to be 


worrying abo aintaining precise 
aim on all yo argets. 


J x. т. 2.47 
It may be necessary to dispose of the 
law at times. 


Be careful of moving trucks when roaming 
the streets, unless you want to be one with 
the pavement. 
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Virgin's a 


producing 
DOS clone of th 
stunning Sony 


PlayStation game 
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Mm lain and simple: Screamer 
| ý jis Virgin's attempt at pro- 
EE ducing an MS-DOS clone 
” of the stunning Sony 
[ PlayStation game Ridge 
Racer, which has sold at an uncanny 
1:1 ratio with PlayStation systems. 
And, hey, while they were at it, they. 
also borrowed a couple of tricks from 
the slighty less stunning Sega Saturn 
game Daytona USA. Does the student 
exceed the master, you ask? Close, but 
not quite, | reply, and then wonder 
why the heck you're talking to a maga- 
zine review. 
Most other PC driving games bring 
a realistic approach to the genre-in 
particular, Electronic Arts' stunning 
The Need for Speed, which | reviewed 
just a few months ago. (Time goes by 
too dang fast.) Screamer takes the 
opposite tack, providing full-tilt-boogie 
arcade action. Each of the game's two 
CDs has three tracks on it, 
from the metropolis of 
Palm Town City (sister of 
New Jack City?) to the cozy 
European town of Lindburg 
to the Western plains of 
Sandrock. Only five of the 
tracks are original, though; 
the sixth track, Palm Town 
Night, is merely a post-sun- 
set version of Palm Town 
City. Each track is remark- 
ably detailed, with three- 
dimensional scenery all 


over the place, and this is a welcome 
change from arcade racing games that 
use "flat" roadside scenery and hope 
you won't notice. Several tracks even 
have helicopters flying overhead dur- 
ing the race, an extremely impressive 
visual effect that was lifted straight 
from Ridge Racer, dammit. You can 
enjoy the scenery with any of four dif- 
ferent views of the action, two inside 
your car and two behind it. 

There's nothing tricky about the 
controls: press a button to speed up, 
another one to slow down, and use 
the control pad to steer and shift 
gears. (Those cretinous players with- 
out joysticks can use the keyboard.) 
There are six types of cars, each with 
automatic and manual transmission, 
for a total of twelve. (There are also 
two hidden cars, but they don't really 
count, do they?) Each car has its own 
attributes, which leads to a bit of strat- 


TRACK SELECTION 


AUTOMATIC TRANSMISSION 


MAX SPEED 
GRI 
AC 


egy: figuring out which car to use on 
each track. The major strategic aspect, 
of course, is racing around each track 
and learning the layout until you want 
to scream. (Perhaps that's how they 
came up with the title?) 

There are two modes of play and 
three special modes. The Normal 
Game is a single race in which you 
have to constantly hit checkpoints 
within strict time limits to continue 
racing. The Championship Game is a 
league mode where you race on all 
the tracks, racking up enough points 
to advance to the next league (there 
are three in all). The Time Attack is a 
fastest-lap contest in which you race 
against a "ghost car" that's a replay of 
the current fastest lap (neat!). Cone 
Carnage has you hitting cones to give 
yourself extra time in between check- 
points, while Slalom has you driving 
between the cones to gain more time. 
And, keenest of all, there's a network 
game with support for up to eight 
players 

Graphically, Screamer is so pretty, 


340 KMH 
шшы 


Р 
ELERRTION EEJ 


you'll weep tears of јоу when it 
appears on your monitor. The 
tracks are beautiful in regular 
VGA, and even more amazing in 
SVGA. Most of the 3D objects 
were created with the exception- 

al program 3 udio, and the quality 
shows. The 5 d effects and music 
are nothing special, although 
Screamer has ice feature that lets 
you tweak th sic and sound 
effects volumes individually. 
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Essentially, if 
you've been playing 
computer games 
for a couple years, 
you've played 
Crusader: No 
Remorse before. 


Web Sit 
Minimum : 


| http://www.ea.com 


5 Double CD-ROM Drive 


SVGA Graphics Card 
С 8 Megabytes RAM 


| Freedom Fighters, Big 
~H Explosions, and Tried-and- 


True Gameplay 
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en | first saw the 
screenshots on the 
back of Crusader's 
box, | screamed like 
a girl. Fortunately for 
me, this isn't my typical reaction to 
game packaging; | was merely react- 
ing to the fact that at it looked some- 
what like a Super VGA version of 
Ultima VIII, Origin's absolutely disas- 
trous role-playing game of two years 
ago. Thank your deity of choice that 
Crusader is nothing like U8; instead, 
it's a mission-based strategic combat 
game with the prettiest visuals ever 
seen in an Origin product (and when 
you realize these are the same folks 
behind Wing Commander 1, that's 
saying something). 

The well-written instructions set up 
the storyline: You play the 
part of a super-soldier 
named the Silencer, for- 
merly an employee of the 
evil Galactic Empire-er, 
the World Economic 
Consortium-now fighting 
on the side of the valiant 
Rebel Alliance-er, the 
Resistance. (Star Wars? 
What's that?) Clad in 
extremely cool-looking red 
armor, you march around 
buildings and rooms 
viewed from an angled- 
overhead viewpoint, doing 
good for the Resistance 


and making trouble for the WEC. 

Crusader is divided into various 
missions for the Silencer to complete, 
and there are a variety of tasks to tack- 
le, from solving "puzzles" of a sort to 
blowing up everything in sight. A love- 
ly array of weapons are provided for 
the latter: semiautomatic pistols, 
assault rifles, shotguns, grenade 
launchers, lasers, explosives, you 
name it. A few of the cooler weapons 
are the Ultraviolet Rifle, which disinte- 
grates organic targets with a single 
blast, and the Spider Bomb, which 
walks on splindly metallic legs to its 
intended target. 

Essentially, if you've been playing 
computer games for a couple years, 
you've played Crusader: No Remorse 
before. There's little here that's origi- 


nal, and much that's been borrowed 
from earlier, similar games. But as I've 
said in reviews before—because | like 
to repeat myself—if you're going to 
borrow ideas, borrow the best. That's 
what the makers of Crusader have 
done, constructing a solid, playable 
game behind the pyrotechnics. 

Speaking of which...Crusader's 
graphics are abso-tootly stunning. 
Everything is lovingly rendered in 
Super VGA and has a gorgeous high- 
tech appearance. The animation is a 
little less than silky-smooth, but that's 
pretty much the case with all SVGA 
graphics, so we'll let it slide. The full- 
motion video sequences look great 
and feature decent actors, which is 
always a bonus. The music and sound 
effects, which use ORIGIN's new 
Asylum Sound System, are quite 
good, but don't reach the heights of 
the visuals. 


Crusade: No Remorse is an 
excellent strategic combat game, 
with solid gameplay and 
graphics far beyond other 
games in the genre 
(Jagged Alliance and X- 
Com come to mind). 
Experienced gamers will 
probably get through 
Crusader a bit quickly— 
Mike "My Boss" Davila, 
for example, flew 
through it in a couple 
days—but most gamers 
should be challenged 
enough to keep 'em 
happy for a long while. 
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The pace of 
Wipeout is a little 


too laid-back to get 


any adrenaline 


flowing. 
g I à efore | start critiquing (as | 
J am wont to do): yes, the 

EN. name of this game is 
LJ j Wipeout, with a lowercase 
a w and uppercase E. Hey, 
you people didn't complain about the 
all-uppercase Doom, so don't be giv- 
ing me any grief. 

Now then. What we have here is a 
futuristic racing game, very much in 
the mold of Bullfrog's Hi-Octane and 
U.S. Gold's Slipstream 5000. You're 
the pilot of an aerodynamic (and 
spiffy-looking) hovercraft, competing 
against seven other racers on a series 
of six increasingly complicated 3-D 
tracks. There are eight hovercraft to 
choose from, each one different in 
appearance and performance, 
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although you have to look in the man- 
ual for the performance stats. (How 
hard would this have been to include 
in the game?!) Scattered on the sur- 
face of each track are arrows that give 
you a temporary boost of speed, and 
power-up icons that give you rockets, 
missiles, mines, and shields that 
unfortunately are good for one use 
only. Place in the top three finishers of 
a course and you advance to the next. 
(You can also compete in single races 
or time trials in addition to the cham- 
pionship mode.) 

So why have | given Wipeout such 
a mediocre score? Mainly because of 
the gameplay: it's boring. The pace of 
Wipeout is a little too laid-back to get 
any adrenaline flowing, as the hover- 
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craft bob and weave through the 
tracks without giving any real impres- 
sion of speed. And the weapons? 
They're too hard to use effectively, 
and don't give you an impressive visu- 
al reward when they hit. (In other 
words, they're boring, too.) The diffi- 


culty level is definitely aimed at the 
above-average player; the hovercraft 
steering has a goofy feel that you 
never entirely get used to, which 
means you're often near the back of 
the pack as the computer drivers 
zoom past you. 

There's only one major gameplay 
difference between the two versions 
of Wipeout: the PlayStation version 


has a two-player link-up mode, but the 


PC version is one player only. (Hi- 


Octane and Slipstream 5000 both have 


up eight-player network support.) 
The graphics in Wipeout are very 


b 


locky and pixilated, not having made 


the trip from the PlayStation to the PC 
without serious downgrading. They 


a 


colors down t 


so look drained of color in the way 


that Amiga games used to look when 


е Amiga's 32-color 
"halfbrite") palette. 
56-color graphics can 
, but only when 

n within those limita- 
ot ported down from 
thousands of colors. The techno 


background music is weak and 
uninspiri definitely not 
racing-g: material, and 

the soun ects are 

rather sp Я 


Venue Korodera 
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The hype type on 
the back of the box 
describes Worms 
as “a little bit 


view 


Zach Meston 


Lemmings and a 
lotta bit 
Terminator,” and 


that's pretty dang 


accurate. 


Minimum Syst 


56 


$49.95 
Now 
Action/Strategy 
Compact Disc 
Team 17 
Ocean of America 
С 1870 Little Orchard Street 
F San Jose, CA 95125-1041 


Web Site: http://www.oceanltd.com 


IBM PC 386 DX, 33 MHz 


_ Four Megabytes RAM 
f One Megabyte Hard Disk 
Space 


Team Strategy, and 
Exploding Sheep 
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s a huge fan and owner 

of three Amiga comput- 

ers-yeah, go ahead and 

laugh, heathens-l’m 

uite familiar with the 

works of British software developer 
Team 17, who have produced a slew 
of classic Amiga games. Now, with the 
PC compatible finally uprooting the 
venerable Amiga as the European 
computer of choice, Team 17 is shuf- 
fling into the MS-DOS market, and 
Worms is their spectacular debut, con- 
ceived and designed by the rather tal- 
ented Andy Davidson. 

The hype type on the back of the 
box describes Worms as “a little bit 
Lemmings and a lotta bit Terminator," 
and that's pretty dang accurate. You 
control a platoon of four cute little 


worms as they face off in mortal com- 
bat against one to three other pla- 
toons on a landscape about three 
screens wide and a couple screens 
high. There are ten types of terrain, 
from the snow-covered arctic to the 
fiery pits of Hell, and each landscape 
is randomly generated, with over four 
billion potential battlefields. 

Worms is a turn-based game, 
going through the worms one at a 
time as they walk, jump, burrow, and 
blast through the landscape with the 
goal of killing the enemy worms. 
There are an insane number of 
weapons at your disposal, each of 
them useful in certain situations. 
There are bazookas, homing missiles, 
grenades, cluster bombs, shotguns, 
Uzis, dynamite, land mines, air strikes, 


WIND 


and my personal favorite, an explod- 
ing sheep that shuffles into enemy ter- 
ritory and blows up at your command. 
The distance of the projectile weapons 
is set by pressing and releasing the 
space bar, similar to setting the power 
of your swing in every golf game ever 
released. Some weapons are affected 
by the constantly shifting winds, 
requiring you to adjust your aim 
accordingly. (Are you getting an idea 
of how much strategy is involved in 
this game?) 

Worms’ excellent option screens let 
you tweak just about every facet of the 
gameplay, from the number of 
weapons you start with to the "hit 
points" of each worm to the length of 
each battle. The excellent (and bless- 
edly thin) instruction manual even 
gives a sample gameplay setup to 
help counteract players who use 
"cheap" tactics, such as digging 
trenches to avoid combat or teleport- 
ing into hard-to-reach places. 

There can be up to four platoons of 
four worms-16 in all-and each platoon 
can be computer- or human-con- 
trolled; you can even change each 
worm's name at your whim. The only 
problem with this 16-player potential 
is that Worms doesn't support modem 
or network play, meaning everybody 
has to cram around a single comput- 
er-a pain in the booty, to say the least. 
Team 17 promises to release a 
modem/network upgrade in the future, 
and | pray to Allah that they're not fib- 
bing. 

The plain-Jane VGA graphics are a 
bit blocky-looking in the SVGA era of 


[2 WIND 


1996, but they’re quite varied (thanks 
to the ten terrain types) and rather 
cute, especially the worms, who 
remain adorable even when an explo- 
sion catapults them halfway across 
the screen. The music is nondescript, 
but the sound effects are quite good, 
and the worms mouth off with appro- 
priate comments as they're set upon 
by the enemy. u can even choose 
between English, American, French, 
and German sound bites; | prefer 
English, as hearing the worms speak- 
ing in a high-pitched British accent 


Worms’ excellent option screens 
let you tweak just about every facet 


of the gameplay. 
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f air combat, specifically dog- 

fighting, is your cup of tea, then 

Fighter Duel is the game for you. 

The product is very streamlined, 

as you'll see below, but if you 
can get used to the flight model, it 
brings a realistic feel to simulation 
that I've only seen Flight Unlimited 
approach, and it lets you shoot things. 

Crisp SVGA graphics are the first 
thing you see when you start playing 
Fighter Duel. When | first started play- 
ing | thought, “Hey, this is a fine look- 
ing sim! Time to kick tail." Then | 
banked my P-51 Mustang to the right 
and pulled back hard on the stick. The 
next thing | know, a stall warning horn 
is blasting in my ear, and my plane 
feels like it's moving like a pig. | then 
thought, "Oh boy, | may just be out- 
classed here." 
| wondered if Fighter Duel was 

behaving as it was because my sys- 
tem was too slow or if | was doing 
something wrong. | talked to a few 
pilots who played the game, and they 
liked Fighter Duel a lot, saying that it 
was those other sims that had misled 
gamers. It wasn't my system. In fact, 
the game ran fine on the 486 DX2. 
Jets might move fast, they reminded, 
but these were heavy warbirds pow- 
ered by props not jets, and they 
indeed should be more slow and 
graceful. If you find the stall sensitivi- 
ty annoying, as | sometimes did, 
Fighter Duel has a number of options 


you can toggle, including a simpler 
flight model. 

It isn't perfect, but there is a lot of 
realism in the sim. Besides the great 
looking planes, the instrument panel is 
incredible. It's a beautiful photorealis- 
tic Mustang replica complete with 
working dials. You have to see it to 
believe it. Unfortunately, there are no 
other cockpit graphics included, nor is 
there a flight recorder. Depending on 
what you look for in a sim, these are 
only some of the minor omissions. 

As its name implies, Fighter Duel is 
extremely focused on one thing: air-to- 
air combat in World War II fighters. 
That's it. There are no bombers, tail- 
gunners, air-to-ground combats, cam- 
paigns, role playing elements, plots, 
or cut scenes. What it does, however, 
it does well. The sharp graphics make 
it easy to pick out opponents at 
greater distances than in other sims, 


Believe it or not, that photorealistic 
instrument panel is fully functional. 
Those dials stay good looking and spin 
just like real ones. 


and the flight model supports stalls enough for some sim guys who will 
(big time!), spins, and parameters of realize they are indeed as much 
control surface authority. It's easy to gamers as aviation enthusiasts. A 
crash an aircraft in high speed dives number of you will probably prefer 
that render controls sluggish or stiff. more conventional sims which offer 


Thirteen different aircraft are modeled, mission variety or the heroics of a 
and you can fly any of them or against campaign. 
any of them. 

The game is also very easy to use. 
Each engagement is like one of those 
single missions in the Aces series, 
except that the only objective you can 
have is to shoot down enemy aircraft. 
You start each game at an option 
screen allowing you to configure your 
starting tactical position, which aircraft 
types you and your opponents fly, 
starting altitude, and realism features. 


Fighter Duel's specialty is fine graphics, 
numerous camera angles, and vintage 
fighter planes. 


w 


Fighter Duel also supports most joy- 
sticks and rudder pedals. 
Programmable devices work fine with 
it too. Modem support opens the door 
for intense battles with a friend. 
Unfortunately, that may not be 


Start Alt. : 1000011 
[I 
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They're crude, 


lewd and most 
decidedly 


Beavis and Butt-head 
In Virtual Stupidity 


unshrewd. 


$39.95 
Now 
4 Comedy Puzzler 
Compact Disc 
Viacom New Media 
Viacom New Media 
| 1515 Broadway 
New York, NY 10036 
800.469.2539 
www.ViacomNewMedia.com 


BM PC 486, 66 MHz 
| Windows 95 


8 Megabytes RAM 
| Double-Speed CD-ROM 
Dorks, loogies, puzzles, and 
» overall tastelessness. 
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re you like tired of play- 

ing games that suck and 

stuff? Games that prolly 

were dezined by hi skool 

ropouts? Then Viacom 

may just have the answer for you with 
Beavis and Butt-head, the very MTV 
dim bulbs who would even find them- 
selves hard-pressed to write the first 
two sentences in this paragraph. 

It's safe to say that if you enjoy 
Beavis and Butt-head, then you'll defi- 
nitely rock with their first IBM adven- 
ture. If you're worried that some of the 
humor may have been toned down, 
then let an excerpt from Butt-head to 
Beavis put your mind to rest: "You're 
the schlong-counter, Beavis." They're 
still very unpolitically correct and 
offensive to anyone but the most dedi- 
cated fans of their show. 

Keeping that first paragraph in 
mind, if you really get into puzzle 
games, then it's a toss-up whether 
you'll like Beavis and Butt-head. If 
Beavis and Butt-head offends you, 
or you simply don't find them funny 
(cretin!), then rest assured you 
probably won't enjoy the game. 

There are new animated cut- 
scenes that complement the "story- 
line," and each area is a virtual 
jokefest. For example, you start off 
in the classroom, where it's your 
duty to get Beavis and Butt-head 
out of school. You can talk to every- 
one in the classroom, examine 


items and pick up things, with each 
action resulting in either Beavis, Butt- 
head or both giving the verbal (and 
sometimes painfully physical) payoff. 

Since Beavis and Butt-head is a 
simply drawn cartoon to begin with, 
they hold up very well in the transla- 
tion to graphics. All their familiar 
actions are intact, from trademark 
Butt-head slaps to Beavis getting 
down and boogying. 

In addition to their own adventure, 
Beavis and Butt-head also has mini- 
arcade sequences tying into the over- 
all story. For example, in order to 
escape school, Beavis or Butt-head 
needs to hurl loogies (spit) onto 
passersby from the school rooftop 
until they earn a super-loogie to 
unload on the principal standing 
guard. You were expecting a more 
tasteful solution from the notorious 
Beavis and Butt-head? 

Most importantly, Mike Judge, the 


Anis 


Beavis and Butt-head follow the great 
Todd to the park. 


Getting out of school is as easy as 
spitting—on the principal. 


creator of Beavis and Butt-head, sup- 
plies the all-too-important voices, 
from Butt-head's deep thoughts to 
Beavis' seizure escapades. With both 
the voices and humor from their TV 
show, Beavis and Butt-head remains 


Heya Buzzcut, 
how about help- 
ing Beavis work 
on those landings 
a little better? 


hilarious throughout. 
The actual interface is 
surprisingly good, simi- 
lar to LucasArts' Full 
Throttle, making game 
play smooth and intu- PONTI ION. озот 
itive. All actions, from Butt-head refreshes Beavis by airing his pants out. 
grabbing items and talking 
to inventory management, 
can be smoothly per- 
formed with the mouse. 
Beavis and Butt-head will 
definitely appeal to fans of 
their show for the humor 
aspect alone—just think, 
you won't have to suffer through any 
of those stupid MTV self-promotions 
or dumb commercials. The intuitive 
interface is a bonus, since Beavis and 
Butt-head also manages to be a pretty 
good game, too. 


The two crude dudes are coming 
straight at you, tasteless as ever. 


Again, those that find Beavis 
and Butt-head offensive probably 
won't enjoy the game, since 
most of the puzzles have 
rather crude solutions. Butt 
if your like tired of 
sofistikated-like sucky 
games, then you'll prolly 
want to hang with 
Beavis and Butt-head in 
their furst most kick-ass 
adventure for IBeeM 


komputurs. 
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п а recent interview, former Activision designer/pro- 

grammer David Crane=arguably the most successful 

game creator of the “classic” videg-game era—bris- 
tled at the mention of Atari's ill-fated E.T. cartridge for its 
own Video Computer System (or VCS, a/k/a the Atari 
2600). “1 don’t know,” he cringed, searching for words. 
“You get to the opening screen and you walk to the 
right, then you fall ip a hole; that's asjfar as | ever got." 

“Falling in a hole” is an appropriate image to associ- 
ate with the memory of this poorly designed video 
game. Atari's 1983 release of E.T.: The Extra-Terrestrial 
is considered by some historians to be the 
turning point that led to the industry'$ so- 
called crash the following year. In one of the 
most outrageous stories in video-game lore, 
it has been rumored that Atari manufactured | 
more E.T. cartridges than the number of VCS 
consoles that were known to have been sold. 
It's a safe bet that unopenedgE. T. games make 
up a good percentage of the cache of soft- 
ware and hardware that has been rotting in a 
New Mexico landfill for the past ten years, 
thanks to the recommendations of Atari's tax 
accountants. $ 

Nearly every existing VCS game collection 
includes a copy of E.T.; hell, | bought mine for 
$1.99 at the Woolworth's in downtown 
Chicago just a few months after its release. 
What's ironic, however, is that no one seems 
to remember the version of E.T. that Atari 
released for its 400/800 home computer line 
the same year. 

Titled E.T. Phone Home!, the computer 
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game features a crudely animated Elliott character who 
scampers around a scrolling map of the town, looking 
for the missing parts of his alien pal's telephone appara- 
tus. All of the action takes place on this single playfield, 


* 


however; the VGS pitfalls that frustrated David Crane 
(no pun intended) and millions of other gamers were no 
longer a game play elément. Instead, you brought the 
items back to E.T.'s hideout so he could "phone оте 
then you got to control E.T. as he avoided authority fig- 
ures and the mystefious Men in Black on his Way back 
to his spaceship. 

Almost entirely ignored by the press, E.T.’s computer 
adventure did earn at least one review that rightly бате- 
gorized it as a "children's game." Even at the highest of 
the Nine difficulty setting&—which gives Elliott a longer 


PHONE HOME! 


UNUSED ENERGY 


PHONE PIECES 


Tre Teal. SCORE 


HIGH SCORE 


The infamous E.T.: The Extra-Terrestrial for Atari's VCS... 


E 1 [ ў Playing the game today, I’m most stricken by the fact 
woes Р Б 4 that its most innovative feature—the horribly scratchy, 
digitized voice of E.T. squawking, "E.T. phone 
ale home...E.T. phone home!"—is the one that seems the 
most dated. 
Just how forgettable.is E. T. Phone Home!? To get 
А С | another player's perspective, | phoned my brother Matt, 
a longtime Atari 8-bit enthusiast with a pretty good 
memory. Not surprisingly, he had no recollection that 


асе the game even existed...regardless of the fact that— 
back in 1983—he shelled out $40 for a copy which he 
© re ў still owns today! 


Proof positive that a good license will never guaran- 
tee a good game. F 


scrolling. map : 


list of items for his scavenger hunt—the only strategy 
involves avoiding the adults, whose patterns of move- 
ment are so completely random that they often look like 
they're twitching in the throes of some type of seizure. 


PHONE HOME! 


-..and the little-known Atari Computer version, E.T. Phone Home! 


VIEWS 


by Kevin J. McCann 


Finesse Bridge 


Price: 95 Genre: iG Publisher: 
Telephone: System: 
Overall Rating: 


hether you're an avid bridge player who can't get 
W enough of it or simply want to increase your knowledge 

and skill at the game, WildCard's Finesse Bridge pro- 
vides solutions to both. While there are a number of other card 
computer games on the market, Finesse Bridge manages to out- 
smart them in the field of bridge by focusing solely on...bridge. 
Utilizing concepts such as blackwood, gerber, stayman, preemp- 
tive, as well as strategies including hold up play and all forms of 
r ruffing, unless you're fairly good at bridge, you'll find yourself 
NT] Pou 1 being relieved that the computer isn't betting money against 

жеген ^ t j you. In the end, though, Finesse Bridge is only for bridge fans. 


Vew Dion Нер 


Double 


Power Pinochle 


Price: Genre: Publisher: 
Telephone: 


System: Overall Rating: 
ч Q^ so maybe bridge isn't your cup of tea, but perhaps 


Nine in Trump: 1 
Marriage: 2 {not in trump). 4 {in rump] 
Pinochle; 4 {single}, 30 {double}, 45 [triple] 


pinochle has the flavor you desire. WildCard’s Power 
Pinochle continues its line of card computer games, this 
t i oe, к - time focusing purely on—what else?—pinochle. Features includ- 
Калоша: зей. бнын DEE T = ed аге double deck pinochle, pass cards and deal a kitty. Like 
Run in Trump: 15 {single}, 150 {double}, 3r i Finesse Bridge, there's also a learn mode to assist you in strate- 
x] eS s gy and reasoning, hints, analyzing hands, claiming/conceding 
and on-line help. The point-and-click interface makes playing 
easy. However, as with Finesse Bridge, unless you already know 
how to play the game and enjoy it, Power Pinochle won't attract 
any newcomers. 


Gin Rummy 


Price: Genre: Publisher: 
Telephone: 


gested Bid: 


40 
Par || 33 


System: Overall Rating: 


ast, but not least, of the card games, there's Gin Rummy. 

WildCard's Gin Rummy is probably the most appealing of its 

card games, largely due to the fact that it's easier to learn. 
While skill still plays a fair degree in the overall game, even chil- 
dren can grasp this game. Variations include rummy, gin rummy, 
knock rummy, and 500 rummy. As usual, there's the learn mode, 
which reveals all hands and explains how each should be played, 
the option to arrange the cards to your liking and on-line help. 
You can also display all hands when you're learning to get a bet- 
ter understanding of how the game is played. The point-click-and- 
drag interface suits the game well. Two through four players can 
participate. 


Arcade America 


Price: Genre: 


Publisher: Telephone: 
System: Overall Rating: 


he designers of Battle Beast now make their move on 
T arcade platformers with Arcade America, in which you play 

Bobcat Goldthwait—er, | mean Joey, traveling across 
America collecting his monster pals on the way to Woodstock. 
Consisting of three types of game play—traditional run-and-jump 
platform, driving and—shooting, Arcade America offers more 
variety than most platformers. The graphics are all in SVGA and 
highly detailed, but, unfortunately, Arcade America suffers from 
the same thing that plagued Battle Beast—the animation is chop- 
py and it's hard to see what's coming at you at times. Still, it's a 
better game than Battle Beast and considerably more playable. 
Like Battle Beast, there's humor lacing the game throughout. If 
you enjoy platformers, give Arcade America a whirl. P 
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Wi n up to 15 Free Computer Games! 


COMPUTER PLAYER Reader Survey Contest 


n order to serve our readers better, we would like to ask a few questions about yourself, what kind of games 

you like and what you think about COMPUTER PLAYER. But, we don't want you to go through all that trouble 

without having the chance to win something. Three prizes will be awarded by random drawing. First Prize 
(15 computer games), Second Prize (10 computer games), Third Prize (5 computer games). In order to be eligi- 
ble, contestants must complete the following survey in its entirety and send it in or a copy of it (i.e., if you don’t 
want to cut up this copy), to the address below. 


1, The following items appeared in issues of 
COMPUTER PLAYER. Ме" d like to know roughly 
how interesting you've found each piece to be. 
Please rate each piece in the following cate- 


gories: Good П Average O Bad O 
1 Communications: GO AO BO 

2 Newsnet: GO AO BO 
3 Shareware Spotlight: GO AO BO 
4 Point of Reference: ОП АП Ba 
5 Over the Line: GO AO BO 
6 Cover Feature: GO АП BO 
7 Previews: GO AO BA 
8 Reviews: Go AG BO 
9 Capsule Reviews: GO АП BO 
10 Сһеа! Моде: GO АП BO 
11 Game Strategies: GO AD BO 
12 Reboot: GO AO BO 


2. How many people, apart from yourself, are 
likely to read this copy of the magazine? 

18 One 

20 Two 

30 Three 

4 O More than three people 


3. On average, about how much of COMPUTER 
PLAYER do you read or look at (excluding adver- 
tisements)? 

1 3 Less than a quarter 

2 O About a quarter to a half 

3 O About half to three quarters 

4 П More than three quarters 

5 П Cover to cover 


4. What will you do with this copy of COMPUTER 
PLAYER once you've finished reading it? 

1 O Keep it for reference 

2 73 Pass it on to someone else 

3 3 Throw it away 


5. Please rate COMPUTER PLAYER. 
1 O Excellent 

2 O Good 

30 Fair 

4 П Poor 


6. What system/hardware do you own? Check 
all that apply. 

1 П IBM PC/MS-DOS Compatible 

2 O Macintosh or Compatible 

303 CD-ROM Drive 

4 П Sound Board with Speakers 

5 (1 Joystick or Similar Device 

6 O Modem 


7. What system/hardware do you plan on pur- 
chasing within the next year. 

1 O IBM PC/MS-DOS Compatible 

2 O Macintosh or Compatible 

30 CD-ROM Drive 

4 O Sound Board with Speakers 

5 O Joystick or Similar Device 

6 c1 Modem 

7 П System Upgrade (Motherboard, Hard Drive 
or Memory) 


8. Do you currently use an on-line service or 


have direct access to the Internet? 


10 Yes 20No 
9. If no, do you intend to go on-line in the next 
year? 

1OYes 20No 


10. If yes, which on-line service(s) do you intend 
1o use? 

1 0 Direct Internet access 
2 America Online 

З П CompuServe 

4 П Delphi 

5 O Genie 

6 3 Imagination Network 
7 O Prodigy 

8 П Microsoft's MSN 

9 7 Apple's eWorld 


11. Do you think that all the excitement about 
the Internet is hype and that it's just another 
passing fad. 
Q1OYes 207 № 

12. How many hours a week do you play com- 
puter games? 

12 Less than 5 

205-10 

3710-20 

4 71 More than 20 


13. What types of games do you like most? 
1 П Action 

2 73 Adult 

З П Adventure 

4 Strategy 

50 Simulation 

6 O Sports 

7 O Role-Playing 

8 O Al/No Preference 


14. Which types of software do you intend to 
buy or upgrade on in the next year? 
1 3 Accounting/Spreadsheet 

2 O Art/Rendering 

З O Business/Presentation 

4 П Word Processing 

5 O Communications/On-line 

7 O Desk Top Publishing 

8 П Education/Edutainment 

9 П Music 

10 1 Programming 


15. Where do you buy your software and/or 
hardware? (check all that apply) 

1 3 Computer dealer 

2 п Department store 

З O Discount store 

4 П Electronics store 

50 Mail order 

6 О Software store 

7 П Toy store 


16. About how much money a year in computer 
games do you spend? 

1 O less than $100 

2 1 $100-$200 


1 $300-$500 
0 $500-$1000 
A Over $1000 


PRO 


17; e many games a year do you purchase? 
198 


5 71 More than 30 


18. How many CD-ROM games do you intend to 
ot rs ta in the next year? 

101-6 

7-12 

13-20 

21-30 

5 O More than 30 


19. What computer-game magazines do you 
read? Check all that apply. 

10 Computer Gaming Wor 

2 п Computer Game Review 

30 PC Gamer 

4 П Strategy Plus 


20. Are you... 
10 Male 270 Female 
21. How old are you? 
10 Und ler 18 


د + ی 
uaa.‏ 
№ 
e‏ 
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22. What is your employment status? 
1 O Student 

2 O Not working 

3 O Part-time employed 

4A Full-time employed 


23. What is your level of education? 
A Less than High School 

O High School Graduate 

O Some College 

O College Graduate 

O Graduate School 

Current Student 


OM BORN = 


. What category best describes your current 
ployment. 

O Service Industry 

O Civil Servant 

O Professional 

O Professional/Management 

O Military 

O Student 

A Other 


on 
35 


Noonan 


25. Please estimate your family's annual house- 
hold income. 

1 O under $20,000 

2 (3 $20,000-$39,999 

3 (3 $40,000-$69,999 

4 0 $70,000-$99,999 

5 7 More than $100,000 


Carefully print all information legibly so that we may notify you in the event that you win. Entry must be 
received no later than March 30, 1996. Remember, form must be completely filled out to be eligible. 


NAME 


ADDRESS 


CITY/STATE/ZIP 


PHONE 


Send your entry to: 


Computer Player Magazine 


Attn: Editorial Reader Survey 
251 Danbury Road 
Wilton, CT 06897 
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t mode 


by Kevin J. McCann 


Abuse 


Dungeon Master II 


Fade to Black 
Fury3 

Hexen 

Mortal Kombat 3 
Need for Speed 


Tekwar 


during game play by 
pressing down the code 
keys simultaneously. 

ALT-SHIFT-G: 
Makes you god, allow- 
ing you to punish all the 
tek lords. 

ALT-SHIFT-W: You finally get a good 
weapon, fire a couple of bursts, then it’s 
empty. This code will give you all weapons, 
allowing you to blaze away without having to 
worry about ammo problems. 

So, the next time you're getting 

You're supposed to be the best at tracking Swiss-cheesed by enemy assassins, show 
down tek lords. Yet every time you step into them that even a mighty tek lord can't stand 
а room or onto a street, you get gunned up against a tek god. 
down by enemies that you can't even see. 
Worse yet, by the time you do see them, 
you're nothing but a 
pile of scraps. The 
bad guys in TekWar 
„ can be annoying, 
especially since their 
aim is almost always 
100%, even when 
they're very distant. 
Fortunately, good ol’ 
Bascom thought you 
might need help in 
your quest against the evil tek lords. The fol- 
lowing is a list of cheats that can be activated 


Dungeon Master I 


* Skullkeep 


EDITOR 


Getting started in Dungeon Master ll can be a 
royal pain even to the best of adventurers. 
Whether it's your party being bashed about by 
monsters or simply not being able to gain levels 
fast enough, Dungeon Master Il is definitely chal- 
lenging. 

That's why every self-respecting adventurer 
should carry along a magic editor. On America 
Online, simply GO INTERPLAY and select their 


software library, then look under PC Files. 
Select DM2EDIT.ZIP, download it to your 
Dungeon Master Il directory, then decompres 
it. 

You'll need a saved game to edit, but from 
within you'll easily be able to change your low 
level characters into skilled warriors and magi- 
cians worthy of grinding Skullkeep to powder. 
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Hexen: Beyond Heretic 


Raven for IBM PC 


CHEAT CODES 


Sliding to the left, you narrowly avoid the 
fireball from the reptilian monstrosity. Your 
sword, Quietus, makes sure it’s the last fireball 
it can send at you. Cleaning your blade, you 
step forward only to hear the walls moving. 
Whirling about, you gaze upon half a dozen 
reptiles accompanied by other creatures bear- 
ing down on you. Frantically you pray to your 
gods; they listen. 

For being such an adamant crusader of 
good against evil, the following divine codes 
can be entered at any time during your quest. 

SATAN: This code, despite its title, turns on 
God Mode, making you invulnerable to all that 
oppose you. 

NRA: Not as original as Dark Forces’ 
LAPOSTAL, but it gives the same effect, sup- 
plying you with all weapons. 

LOCKSMITH: Gives you all the keys. 

SHADOWCASTER: Allows you to morph 
into another class by typing in the code then 
entering О for Warrior, 1 for Cleric or 2 for 
Mage 

INDIANA: Brings out the archaeologist in 
you, providing you with all artifacts. 

SHERLOCK: All puzzle pieces are given. 

CASPER: Lets you float through friendly 
walls. 

INIT: Restarts the given level. 


Abuse 


Crack Dot Com for IBM PC 


GOD CODE 


There's physical abuse, mental abuse, ver- 
bal abuse, substance abuse, abuse of the word 
abuse and now there's ultimately Abuse, in 
which you take on endless hordes of alien ants 
armed with various ant-eating weapons. The 
only problem is that you're stuck in the middle 
of a virtual anthill, and, being alone, you're 
looking a lot like honey to these ants. 

Fear not, however, for there is a way to 
become lethal honey to these ants, turning 
your mere soldier into a one-man invincible 
army, capable of burning the highest anthills to 
the ground. 

From within your Abuse directory, type 
ABUSE -EDIT to launch the game, with a 


DELIVERANCE: If you thought being a 
chicken was fun in Heretic, then you'll "pig 
out" with this code 

BUTCHER: Kills all monsters on a level. 

TICKER: Displays the frame rate. 

VITIT#: Allows you to warp between levels, 
with # being the level number. 

NOISE: Sound debug. 

WHERE: Gives you X,Y coordinates. 

CONAN: Makes you duke it out with your 
opponents, removing all weapons. 

MAPSCO: Displays the entire map. 

~##: Plays a CD, with ## being the respec- 
tive track number. 


space between ABUSE and EDIT. Press 
Shift-Z then the TAB key to make your war 
rior completely invulnerable. 
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Abuse 

Dungeon Master |! 
Fade to Black 
Fury3 

Hexen 


Mortal Kombat 3 


Need for Speed 


Tekwar 


compuTerPlayer February 


CHEATS 


The Corvette is only one car space 
away as you shift your Lamborghini into 
third gear, breaking 120 m.p.h. to over- 
take it. A wide curve presents the oppor- 
tunity ahead, and you break into the left 
lane, flashing a smile at your opponent 
as you speed by. Your smile is replaced 
by your jaw dropping as you look ahead 
like a frozen deer into the headlights of 
an oncoming van. 

As the van and Lamborghini prove 
that 120 m.p.h. versus 60 m.p.h. in 
opposing directions equals a 180 m.p.h. 
impact, you watch from your crash view 
as the Corvette speeds off, with the dri- 
ver pausing only briefly to grin at you. 
Worse yet, you have no chance of win- 
ning the race. 

You're already breaking the rules 


Fury3 


blazing down public highways at speeds 
in excess of 120 m.p.h., so you might as 
well break the rules further, using the fol- 
lowing codes to give you supercharged 
cars all the way to taking you to another 
area. 

During game play, enter any of these 
codes to activate them. 

EAC POWR: Tired of how long it 
takes to get to 180 m.p.h.? Then give 
your car some real power, turning your 
already powerful racing engine into a 
virtual rocket taking off. 

EAC RALY: Entering this code will 
take you to a different racing track. 

EAC WARP: If you crave the speed 
found in arcade racing games, simply 
engage warp speed ahead, speeding up 
the game to give the sensation of an 
arcade racer. 


CHEAT CODES 


Taking a deep breath, you dive 
through the clouds, engaging your after- 
burners as you go after the enemy boss. 
You make quick work of his endless sup- 
ply of minions, but the boss is another 
matter entirely. Before you can escape, 
you find your wings being clipped, spi- 
raling helplessly toward the ground. 
Frantically you enter the codes from 
Terminal Velocity, only to discover that, 
while both games look exactly the same, 
they don't use the same codes! 

Luckily, the designers over at 
Microsoft decided to make things a little 
easier for you. The following codes can 
be entered during game play to achieve 
their desired effects. 

TRYMEON: Turns on old faithful God 
Mode, making your fighter invincible and 
ready to take on the enemy worlds. 

ICUNOMIO: Embarrassed by enemy 
fighters laughing at your flying skill? 
Then hide out with this code that grants 
invisibility for about 30 seconds. 

PACKIN1: Gives you the first laser 
upgrade. 

PACKIN2: Gives you the second 
laser upgrade. 


PACKIN3: Gives you, you guessed it, 
the third laser upgrade. 

PACKINA: Supplies you with dead- 
on missiles. 

PACKIN5: Gives you second-level 
missiles. 

PACKING: Gives you third-class mis- 
siles. 

PACKIN7: Supplies you with the 
devastating Fury 3 missile, capable of 
destroying Windows 95 in one shot! 
Well, good for clearing out enemies at 
least. 

WARPIT 1: Warps you to Terran. 

WARPIT2: Takes you to the scenic 
L24-D. 

WARPITS3: Gives you a ride all the 
way to Ares. 

WARPITA: Takes you to New Kroy. 

WARPIT5: Transfers you to Sebek. 

WARPITS6: Gives you a first-class 
ticket to Vestra. 

WARPIT7: Takes you to Tiamat. 

WARPRPITS: A world of Fury awaits 
you with this code. 

SSMOKIN: Lets you turbo to your 
afterburner's delight. 


«Mortal Kombat З 


Electronic Arts for IBM PC CD 


CHEAT CODES 


Are you tir- 
ing of ripping 
your oppo- 
nents' heart 
out, blowing 
up their bod- 
ies and other dull fatalities? Want to spice 
up your Kombat life again? Then look no 
further than the Mortal Kombat 3 cheat 
codes, guaranteed to put a decidedly odd 
twist in your matches. 

The following codes must be entered 
from your MK3 directory when you launch 
the game. Simply type MK3 [sPACE BAR] 
Code to load the game with the respective 


code being active. 

МКЗ 666: Lets you play as Smoke. 

MK3 8000: Engages Turbo Mode for 
faster play. 

MK3 9966: Enables backwards fight- 
ing, putting an interesting twist on kombat. 

MK3 1995: Enables invisibility. 

MK3 1111: Brings on the infamous 
flying tiny fighters mode. 

MK3 8888: Makes the fighters larger 
than life. 

MK3 831: Gives the various fighters 
deep tans. 

MK3 1000000: Allows you to play as 
the boss characters, but must be in two- 
player mode. 

MK3 54321: Grounds the tiny fighters. 

MK3 12345: Turns the kombatants 
into giants. 

If you're just plain having trouble 
pulling off moves period, a solid move 
Microsoft Word document can be found on 
America Online. Simply GO PC Games, 
select the Software Library and down- 
load MK3GUIDE.DOC, detailing all the 
possible moves for various fighters. 


Fade to Black 


Delphine/Electronic Arts for IBM PC CD 


EDITOR 


If it's not the reload time getting you 
killed, it's too many morphs. If it's not 
the morphs, it's the radiation taking your 
skin off. Fade to Black is filled with many 
if's that can quickly end Conrad's life as 
he attempts to rid the universe of the 
scourge known as morphs. 

However, with a little training, Conrad 
can be turned into an unbeatable force, 
capable of reducing the morphs to gelati- 
nous messes. A training editor, to be 
exact. 

On CompuServe, GO GAMERs, 
select file library and download 
F2BLACK.ZIP. Decompress the file 
into your Fade to Black directory, then 
type F2B-T to launch the trainer. Once 
activated, the trainer will give Conrad 


some extra help in taking on the morphs. 

During game play, simply hit the 1 
key to toggle invulnerability. Pressing 
2 will give Conrad unlimited ammo, so 
he never has to reload. Between being 
invincible and bursting with firepower, 
the morphs won't stand a chance. 
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„ Electronic Arts for IBM Pc CD 


ast month, Conrad managed to 
L escape New Alcatraz, wasting 

plenty of morphs as he maneu- 
vered his way through the first three 
levels. Now, he'll need to have his 
wits together in addition to a quick 
trigger-finger as he attempts to 
infect a morph installation with a 
computer virus all the way to blaz- 
ing down hallways on a high-speed 
hovercycle—because the first three 
missions were only the icing on the 
cake. Conrad's going to need to 
carve his way deeper in an effort to 
stop the morph menace once and for 
all (or at least until the next sequel). 
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Level 4 

You start off in a ship hangar with 
regenerating morphs. Instead of try- 
ing to take out the endless supply of 
morphs, run immediately to your 
right, shooting the security cam- 
era. With the regeneration effective- 
ly turned off, you can return and kill 
the morph. 

Exit through the door to the 
west, entering a north/south hall- 
way. Continue directly west 


through the pulsating blue door. A 
homing mine is directly to your left 
in this room, so edge to the right 
against the wall until you reach the 
western door. 

Turn on your anti-radiation 
shield, whip out your gun, then 
step through the door and dispose 


of the morph. Enter the room, 
dodging the western bouncing 
mine. Open the two lockers once 
past the mine, netting a command 
room key and an upper bridge key. 

Go back and run across the blue 
pressure plate, avoiding the other 
bouncing mine. Stop before enter- 
ing the northeast door, enter com- 
bat mode, then inch forward, 
blasting both security drones to 
bits then running through the 


= 


north door. Turn off your anti- 
radiation, use the energy 
recharger, then shoot the morph 
at the control panel to the east. 

After disposing of the morph, 
use the control panel, activating 
the upper elevator. Next, search the 
lockers for a bouncing mine and 
armor-piercing bullets. Go to the far 
west of the room, then turn and 
proceed north after the sliding wall 
opens. Step onto the yellow pad 
to the northeast and activate it, 
which will transport you east of the 
ship hangar. 

Go directly to the west and turn 
to face north. Behind you is a 
large cannon activated by the 


green pressure plate on the floor. 
Inch your way forward then jump 
over the pressure plate. You'll 
enter a room with another homing 
mine, so skim the western and 
northern wall to avoid it, opening 
the northern locker on the way, 
giving you yet another bouncing 
mine. Ignore the other locker, as it's 
both empty and will trigger the 
homing mine. 

Whatever you do, don't open the 
eastern door just yet. Instead, edge 
as close to the northern wall as pos- 
sible, then slip into your track shoes 
and make a dead-run forward 
through the eastern door. Beyond 
are two impaler-morphs. Run 
across both pressure plates and 
the laser activated force fields will 
do the rest. 

After reducing the impaler- 
morphs to bits of Jell-O, run to the 
eastern end of the room, turn 
right, then run through both 


yy 


southern doorways. Don't pause 
in between doorways, or a powerful 
cannon to the west will definitely 
nail you hard. 

Three bouncing mines are in 
your path to the west. Carefully 
jump past them and go to the far 
west side of the room. Turn around 
and face the bouncing mines, taking 
out your gun and slowly sidestep- 
ping to your left. Two morphs will 
drop, so blow them away quickly. 
After disposing of the morphs, open 
the locker, giving you a field scan- 


ner and a bouncing mine. 

Head back to the elevator. Be 
sure to run past the cannon and 
avoid the homing mine along the 
way. You probably incurred a fair 
amount of damage, so you might 


want to return to the energy 
recharger. Head southwest, then 
charge southeast down the hall, 
avoiding the two morphs that 
drop in uninvited. Once safely past 
them, go through the eastern 
door, followed by the northern 
door, and you'll be back in the ener- 
gy recharger room. Use it, then go 
through the northern door at the 
west end of the hallway. 

It's time to take the upper 
bridge, located through the double 
doors. Turn on your field scanner 
first, revealing moving floor 
plates. The floor plates have set 
patterns of moving back and forth, 
so you'll need to jump over them 
as they come toward you, then 
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move forward immediately so they 
don't back into you. One touch and 
you're dead meat. 

= After making it past the aggravat- 
ing upper bridge, turn off your 
field scanner and head north. 
Two guards are beyond the door, 
so make sure your gun is loaded 
and you're ready for some morph 
hunting. One will drop at the north- 


3 ыл east corner and the other to the 


M southwest. 

The easiest way to dispose of 
them is to run through the room, 
do a U-turn, then enter the south 
hallway as they drop down com- 
pletely. Then take them out from t 
south, instead of being hedged 
between them. 

Once the morphs are no more, 
search the lockers in the room. 
Now head south and shoot the 
panel next to the red bar force 
field, freeing the floating head. 


Follow it to the south, loading your 
gun and getting ready for more 
action. Two security drones need 
blowing away, then you'll be ready 
to return to your ship in the hangar 
and move on to the next level. 


The talking head has led you in 
search of the Oracle, one of the 
most difficult levels in Fade to Black. 
Get ready to run when you open 

=the door. Blue beams are on both 
sides of the walkway, restoring 


= «your energy. Don't bother with the 


cannon, just make sure to cross as 
quickly as possible. 


m 


After you get through the eastern 
door, blow away the small device 
behind the slumbering stone 
golem. Walk past the sleeping 
golem, resisting any urge to tickle it 
with feathers. Go further east until 
you enter another room with a 
stone golem at the center and 
two lockers to the south. Run to 
the south side first, then past the 
golem, awakening him. 


Avoid the freeze rays fired from 
the eastern wall, which immobilize 
you. Lead the golem to the north- 
west corner of the room, then hit 
him five times with exploding bul- 
lets, temporarily disabling him and 


giving you time to search both 
lockers. 

Return to the hangar room 
where you arrived and ride the 
northeast elevator. Search the 
western locker first, then search 


the locker on the opposite side by 
the pressure plate. Don't touch the 
button to the north. It's time to exit 
to the east, across yet another walk- 
way guarded by a pesky, invulnera- 
ble wallgun. Run along the north 


side, grabbing the blue beam to 


restore your energy as you pass 
through it. 

You'll enter a room with two 
more health-restoring blue 
beams past the walkway. Use them 
only if necessary. Take out your gun 
before stepping through the eastern 
door, as a morph awaits your hot 
lead to the northeast. 

Head north around the corner, 
avoiding the pressure plates, and 
get ready for the next morph 
around the bend. There's yet anoth- 
er morph in the north hall, but 


, 


you h yet—three 
more morphs await in the northern 
room with the pool: two speedy 
morphs that need to be wasted 
quickly and another green morph. 
Go through the western door 


off the basin room. Once again, 
assume your combat pose, 
destroying the security drone to 
the south of the room. After entering 
the room, immediately press the 
button on the northern wall. You 


can now safely search both 
lockers. 

Return to the basin room and 
press the button to the north of 
the pool, activating the floor pan- 


els. The hand that rises out of the 
pool wants a golem's eye, and it's 
4 up to you to get one. Run south, 
avoiding the floor panels, until 
you reach the end of the hallway. 
Activate the eastern statue, 
awakening a golem. 

Lead the golem north and 
stand on a pressure plate. This 
will activate a lethal force field just 
perfect for cooking everything on a 
golem except for—you got it—his 
eye! Take the eye and return to 
the basin room. 

Select the eyeball and invoke 

B the use command from the north 


side of the pool. In return, the hand 

gives you the pyramid code. Head 
to the south of the hallway and use 
the statue opposite the other statue 
that released the golem. 

Access will be granted to a 
secret passage on the other side 
of where the golem appeared. Blow 
away the pesky security drone 
and run carefully past the bouncing 
mines, then search the locker. 


Keep to the south side of the hall 
and stop before the electrical floor 
plates. Wait until the red beam is 
north, then jump and immediately 
run forward. 


The hall will lead back into the 
elevator room by which you arrived. 
Take the elevator down, for your 
work in this area is completed. After 
riding the elevator back to the 
hangar room, take the elevator 
directly to the west. 

Be ready for combat, for no soon- 
er do you arrive than a green 
morph opens fire on you. 
Immediately duck the first shot, 
then enter combat mode, ducking 
the morph's continuing shots while 
returning fire with a vengeance. 
With a bellboy like that, you know 
you're only gonna find trouble here. 


Keep your gun warm, because 
there's another pair of green wee- 
nies behind the northern door. 
Before going through the next 
northern door, be prepared for 
many bouncing mines, this time 
traveling at a plethora of angles, 
even entering the room. Depending 
on your health, if you can survive 
some hits, let a couple hit you to 
reduce their number, then charge 
through the blue beam to restore 
your health and make a mad dash 
to the north. 

You've just entered a large bird 
room. lf you need more health, take 
the left hallway, then run north 
through the blue beam. Otherwise, 
a speedy morph needs blowing 
away. After dealing with the morph, 
it's time for the bird-watcher in you 
to become active. 

Go to the center of the room 
where the birds are flying about— 
don't worry, they won't hurt you and 
they're house-trained as well. Use 
the pressure plates to release 
freeze rays, stunning all birds, 
then collect them. 

After stunning and collecting all 
birds, it's time to break out the 
hibachi and invite some friends over 
for bird flambé. No, just kidding; no 
birds were harmed in the making of 
Fade to Black. If your health is low, 


use one of the blue beams found in 
the bird room to restore it completely. 

It's time to take the center 
southern exit, pistol locked and 
loaded. Have an explosive clip filled | 
and ready, then sidestep facing 
east. An impaler morph will 
charge you, so make every shot 
count. Don't sidestep too far south, 
for there's a golem waiting to 
awake behind you. 


After killing the impaler, charge 
down to the end of the eastern hall- 
way, fire five shots to temporarily 
disable the stone golem, reload, 
round the corner, taking the hall- 
way west and stopping before 
entering the south stretch. 

Another impaler morph will 
charge at you from the south, so 
share some ammo with it. After dis- 
posing of the morph, open the 
southwestern door and kill the 
security drone. Another blue bar 
of energy awaits if you need it, but 
only use it if necessary. 

Continue to the southeast, 
opening the door at the end of the 
hallway. If you want—and if you're 
reasonably quick with your fingers— g 
use the golem in the room to your 
advantage. Lead the golem near 
the speedy morphs and the golem 
will smash them to bits. 

After dealing with the morphs, 
lead the golem to the north side 
of the room, incapacitate it 


momentarily, then run south to the 
mural at the center of the wall. 
Change the first shape to the 
largest form possible, then alter 
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the fourth shape to the smallest 
form. The middle shapes don't need 
to be changed. The door to the 
southwest will now open. 

The next locker sits beyond the 
door, but there's also a nasty spi- 
der around the corner. Spray the 
spider, then open the locker, 


retrieving another gem. Exit 
through the western door, taking 
the southern door at the end of the 
hallway. Ride the elevator back 
down to the hangar bay. 

Take the eastern door and run 
across the walkway until you're 
safely in the next room. You have an 
awakened golem to deal with from 


earlier—and now his buddy is wak- 
ing up too. Steer clear of them. 

Run into the furthest eastern 
room and take the door to the 
northwest. On the floor are a series 
of rune patterns that will come in 

К handy later. Ride the elevator to 

he north. 

Joy, yet another room of death! 
n addition to the electrical floor 
plates forming the five symbols on 


dice, you have a death ray rotating 
clockwise on the four other plates 
between the plates. Actually, it's 
quite simple—when the beam is 
directly in front of you, wait for it to 
move to the left side. As soon as it 


does, step forward. Wait again 
until the beam is to your right, then 
jump over the electrical plate and 
move forward quickly. Before exit- 
ing the room through the northern 


door, press the button to the right- 
hand side to disable the death ray. 

Now comes the tricky and exas- 
perating Oracle room. You need to 
reach the ledge, but only by follow- 
ing a path that uses the symbols in 
the following order: cross, dia- 


mond, square and circle. These 


DN 


UM 


INTR 


are the same symbols you saw on 
the rune floor before taking the ele- 
vator up. You'll have to step on that 
following pattern at least twice 
before you will be able to reach the 
ledge, so, whenever you reach the 
circle, just repeat the pattern from 
the start. There is a path that fol- 
lows 90-degree turns, so don't look 
for anything fancy. Hit the auto- 
map to discover the best patterned 
path to follow. 

Once you've completed this 
ordeal, a face will rise from below— 
after this pain-in-the-butt puzzle, 


you're probably ready to give this 
guy the bird. So, after you do, also 
give him the bird in your invento- 
ry. You're almost done with this 
long and challenging level. 

Take the elevator back down, 
exiting the symbol room. 
Immediately turn left—the electri- 
cal floor plates are no longer flash- 
ing. Set the levers, from left to 
right, in the following combination: 
down, up, up and down. This will 
open the door to the right. 

Enter through the now-unlocked 


door and ride the northern eleva- 
tor. A room full of freeze rays 
awaits, so time your journey north 
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as to avoid them. At the end of the 
hallway is a pair of stone golems 
waiting to ambush you—how 
thoughtful, just when you were get- 
ting lonely. 

Charge past the golems down 
the eastern hallway and go 
through the door. You've finally 
made it to the pyramid room, 
where you can put those gems to 
use. You should have the yellow, 
green, red, orange and gray gems. 
Don't be confused that the gem 


code shows six gems—the blue is 
already in place. 


Thus, from left to right, place the 
gray, orange, blue (already set), 
red, green and yellow gems in 
their respective holders. Voila!—the 
pyramid rises from the depths. After 
learning some secrets about the 
morphs' history, a few morphs 
drop in to the east to make you a 
part of history. And this time they've 
got a supermorph who wants you 
all for himself! 

Take off through the now-open 
western door—don't fight the 
supermorph; you can't kill him. Go 
through the north door, killing the 
security drone at the southwest 
end. Search the locker and 
use the blue beam to restore 
your health, then go back 
through the door you first 
entered by. 

Start running south. The 
supermorph is in your path, 
but dodge past him and con- 
tinue running south until you 
reach the elevator. 


Immediately take the elevator to 
the next floor. Upon arriving on the 
next floor, start running down the 
hallway until you run into your little 
floating head friend. 

The supermorph isn't far behind, 
so make tracks through the eas: 
ern door after chatting briefly with 
your buddy. Use the teleporter to 
escape the area. 


As soon as you've finished tele- 
porting, duck! You have a morph 
and two security tanks coming at 
you from your left. Whip out your 
gun and blow them all away. After 
securing the room, board the 
spacebuggy. 

It's time to blast out of here. 
You've got yourself a nice little 
spaceship complete with a cannon. 
No real puzzles here, just follow the 
hallways and stay alive. Strafing is 
extremely useful in moving forward 
and going from side to side. 

Be sure to dodge the blue ener- 
gy fields along the way, as well as 
any electrical currents. Also try to 
keep your speed to a minimum, oth- 
erwise you'll take damage slamming 
into objects. Keep your ship moving 
via small thrusts. 

A couple of enemies will require 
your cannon, so make use of 
objects and your strafe for hit-and- 
run approaches. Your biggest 
threats are the energy fields, capa- 
ble of reducing your ship to rubble 
by merely brushing against them. 

The flamer turrets all have reg- 


ular intervals. Wait for the flares, 
then proceed past them individual- 
ly—speeding will crisp you in no 
time. At the end of the first tunnel 
area you'll find an elevator shaft. 
Take the elevator and you'll find 
yourself in a room filled with eleva- 
tor shafts. Take the southern eleva- 
tor shaft, which will ultimately lead 
you to the exit and a well-deserved 
break. Next month, after | get some 
sleep, l'Il guide you through the 
final morph-infested levels of Fade 
to Black. 
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LISTEN UP, SOLDIER. THERE ARE ONLY TWO PATHWAYS IN 
A LIFE OF COMBAT, ONE THAT LEADS TO GDI AND ONE THAT 
' LEADS TO NOD. SOME FOOLS CHOOSE TO TAKE BOTH; MOST ^ 
ARE NEVER HEARD FROM AGAIN. BUT YOU'LL BE LUCKY IF 
2 YOU CAN EVEN MAKE IT THROUGH JUST ONE SIDE. STILL, 
• | WE’ RE NOT GONNA TOSS YOUR SORRY REAR INTO COMBAT 
ГУЙ UNTIL YOU AT LEAST KNOW THE DIFFERENCE BETWEEN THE 
P BARREL AND THE BUTT OF YOUR GUN. 
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he following is classified infor- 

mation on both СО! and NOD, 

covering their infantry, vehi- 
cles, and facilities. Various tactics 
are included, with follow—up strate- 
gies to increase your slim chance of 
success. Whether you walk with 
GDI, NOD, or both, you'd best know 
what you're up against before 
you're nothing more than an etching 
on a pale wall. 


INFANTRY 


Minigunners are the cheapest 
and most expendable troops. Their 
primary strength is in numbers, 
allowing several minigunners to 
easily demolish light vehicles and 
attack buildings, too. It's a good idea 
to keep them somewhat dispersed, 
though, or an enemy grenadier, 
flame—thrower, or vehicle can make 
quick work of them. Due to their 
light cost, minigunners are great for 
luring enemies out of hiding or per- 
forming suicide runs mapping out 
new terrain. They generally have to 
be very close to the enemy to 
engage. 


Grenadiers are perhaps the best 
overall common GDI infantry. They 
lob powerful grenades, allowing a 
sole grenadier to take out multiple 
minigunners or bazookas, and are 
fairly effective in small groups 
against enemy tanks or turrets. 
Grenadiers can also toss up cliff- 
sides to hit targets perched above. 

Rocket infantry, henceforth 
known as GDI's bazookas, are great 
at attacking enemy vehicles and air- 


borne targets, but can easily be 
demolished by enemy infantry. If 
you're suffering from airborne 
assaults on your base, bazookas are 
a cost efficient method of defense. 


Flamethrowers are only avail- 
able for NOD, and are extremely 
devastating. With a wide arc of fire, 
a single flame—thrower can turn 
your entire squadron to ashes. The 
best way to deal with flamethrowers 
is to run them over with vehicles, 
preferably APCs or better. 

Engineers aren't exactly infantry, 
but they can be just as critical at 
defeating your enemy as brute 
force. By taking an engineer into an 
enemy building, the facility instantly 
becomes yours. If you take over an 
enemy construction yard, you can 
start using it as your own. Or you 
can simply sell it for some quick 
cash. They're very poor fighters, 
however, and should always have 
an escort or diversion. 


Commandos are simply the best 
soldiers around, having used 
Schwarzenegger ad Stallone movies 
as a basis for their training. One 
Commando can pick off several 
enemy infantry at long—range, 
demolish buildings by planting 
explosives, and send off the essen- 
tial verbal quips as he blows count- 
less enemies away. They're general- 
ly worth their high price, but essen- 
tially useless against enemy 
vehicles. 
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VEHICLES 
Humm—Vees are fast jeeps with 
machine guns that do as much dam- 
age as a regular infantry minigun- 
ner. Their useful for speeding about, 
mapping out areas, and luring ene- 
mies into ambushes. A cluster of 


I rz 
humm—vees can be effective at hit 
and run attacks on an enemy har- 
vester. 

APCs (armored personnel carri- 
ers) have a diverse role in 
Command & Conquer. They're rea- 
sonably good at recon, having a 
wide viewing range, but they're the 
best at squishing enemy troops. 
APCs can also carry up to five 
infantry, allowing for faster travel 
and quick dispersal. Their final use 
is to carry engineers into enemy 
compounds to take over buildings— 
preferably while a distraction is tak- 
ing place. 

Medium Tanks are very useful 
against NOD light vehicles, NOD 


light tanks, and NOD flame tanks. 
Beyond that, they're virtually inef- 
fective against infantry, due to their 
slow movement rate and dubious 
targeting ability. A small pack of 
medium tanks can be extremely 
useful at clearing out NOD vehicles, 
though. It's best to give medium 
tanks an escort of minigunners and 
grenadiers. 

Rocket Launchers are extreme- 
ly powerful long—range destruction 
vehicles which can only be pro- 
duced when you have a weapons 
center and an advanced communi- 
cation center. Capable of taking out 
enemy turrets without having to get 
within the turret's range, they're 
ideal for paving the way to taking 
out an enemy base. They also have 
the ability to fire upon airborne tar- 


gets, inflicting considerable damage. 
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However, they have virtually no 
armor and can be destroyed easily. 
Subsequently they should always 
have an escort—preferably well in 
front of them so nothing gets past 
the escort. 

Mammoth Tanks are the 
biggest (surprise) tanks, endowed 
with a thick armor plating and rea- 
sonable weaponry. They're actually 
better at squishing enemy troops 
and walls than overall combat. Like 
the other tanks, they should have 
infantry support before going into 
battle. Mammoth tanks can also 
heal themselves back to 50% health 
after taking damage. 

Orcas are GDl's only real air 
attack vehicle that you have control 
of—in a limited respect. They carry 
six missiles per flight, reloading 
upon returning to base. Grouping 
them under a control number is the 
only way to really control them dur- 
ing flight, however. Orcas are 
extremely useful in groups, espe- 
cially against enemy forces that 
don’t have ground—to—air attack 
capabilities—which are most. Don't 
waste them on infantry, and keep 
them clear of SAM sites. They're 
very good against most of NOD's 


NOD 
VEHICLES 


Recon Bikes are, as their name 


implies, excellent at recon. Very 
high speed bikes, coupled with fairly 
powerful missiles, they can be dead- 
ly when clustered four or more 
against light enemy vehicles. Their 
thin armor makes them fodder for 
enemy tanks or larger, so keep them 
clear unless you have a very large 
mass of bikes. Recon bikes are also 
very efficient at destroying enemy 
harvesters—just be sure the har- 
vester doesn't squish them. They 
also have the ability to shoot their 
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rockets at airborne enemies, allow- 
ing them to effectively escort 
infantry, tanks, or harvesters without 
worry from GDI Orcas. 

Buggys are faster than humm— 
vees, subsequently making them 
useful for taking out enemy 
humm—vees. Beyond that, they're 
decent at scouting. 

Light Tanks aren't quite as pow- 
erful as GDI's medium tank—in fact, 
one GDI medium tank is usually 
worth two NOD light tanks. They 
can still serve as somewhat useful 
blockades, backed up by infantry. 
They're also capable of running over 
enemy soldiers. 

Mobile Artillery are very 
destructive long—range NOD plat- 
forms. The problem is that at long— 
range, however, they tend to be 
somewhat inaccurate, whereas at 
close range artillery units are devas- 
tating—and easy to devastate. With 
weak armor, it doesn't take much to 
kill one. Still, artillery units are very 
good for sweeping up infantry. But 
they're better defensively than 
offensively—if you order them to 
attack, they'll move well within 
close—range of an enemy before fir- 
ing instead of utilizing their long— 
range capabilities. 

Flame Tanks are equipped with 
twin flame—throwers, easily capa- 
ble of turning an entire infantry unit 
into a barbecue. Buildings also take 
heavy damage against the searing 
flames. However, they have paper 
for armor (or so it seems), so back 
them up with some flamethrowers 
and recon bikes to protect from 
enemy infantry and enemy Orcas. 


Apache Attack Helicopters 
carry extremely lethal machine guns 
capable of shredding infantry, or 
when in groups of three or more, 
inflicting sizable damage on enemy 
units incapable of returning fire. 
NOD's answer to the Orca. 

Stealth Tanks are expensive but 
useful vehicles for avoiding not only 
radar detection but visual detection, 
too. Completely invisible when 
stealthed, they only reveal their 
location briefly whenever they open 
fire. Grouping stealth tanks together 
is costly, but having four patrol 
together can easily ambush and 


destroy enemy harvesters and 
enemy infantry. Don't have them 
take on multiple enemy tanks, 


however. 
.. SHARED 
STRUCTURES 


Construction Yards are the ulti- 
mate creators of bases. These are 


what you construct from the mobile 
construction vehicles, and serve as 
the basis for creating every other 
structure within a base. Losing your 
construction yard means that you 
can longer build anymore facilities— 
and most times it means you're 
going to lose. A good tactic is to 
either helicopter in a commando to 
destroy an enemy construction yard, 
or bring in an engineer to take over 
the construction yard. After success- 
ful acquisition, it's not a bad idea to 
sell it immediately for extra cash 
and removing your enemies chance 
of re—acquiring it. 


Power Plants are the blood of 
your base, giving your facilities and 
construction yard the power they 
need. Without power, your construc- 
tion yard will be inoperative, your 
radar won't work, and some 
weapons such as advanced guard 
towers will be rendered inoperable. 
Advanced Power Plants are the 
big brother of power plants, provid- 
ing twice the power at twice the 
price. Still, advanced power plants 
are better due to the simple fact that 
they take up less real estate than 
two regular power plants. 


Tiberium Refineries are what 
gives you the capital to build bigger 
and badder bases. Each tiberium 
refinery comes with one harvester, 
which in turn harvests tiberium, 
which is then brought back to the 
refinery and exchanged for hard 
cash. The more refineries you've 
got, the more potential income you 
have coming in. 

Silos are necessary for storing 
tiberium. After a certain amount of 
tiberium has been processed, you'll 
receive the message that more silos 
are needed. 


Communication Centers pro- 
vide you with the radar to watch 
your enemy's actions. The radar 
only goes as far as the areas that 
have been scouted, which is why at 
the start of the mission you should 
take a humm—vee or recon bike to 
Scout as much territory as possible. 

Helipads provide GDI with Orcas 
and NOD with Apaches. Note that 
both Orcas and Apaches are unde- 
tectable on radar, making these air- 
borne pests capable of surprise 
attacks. 


Repair Pads allow you to fix 
your damaged vehicles and tanks. 
While some vehicles, such as 
humm—vees, are fairly expendable, 
others like medium tanks and Orcas 
are worth keeping in tip—top shape. 
Be forewarned that repairs aren't 
free, though. 


GDI 
BUILDINGS 


Barracks are necessary in order 
to build infantry. Without a barracks, 
you're destined to lose. 

Weapons Factories provide GDI 
with the vehicles, tanks, and extra 
harvesters needed to wage the war 
against scummy NOD forces. In 
other words, essential to winning. 

Guard Towers are small 
propped towers that sport a heavy 
machine gun against ground— 
based attacks. The machine gun is 
capable of taking out most small 
infantry attacks, but won't stand 
against a coordinated attack 
or tanks. 

Advanced Guard Towers are 
improved missile—based defense 
systems capable of long—range 
defense against both ground and 
airborne attacks. They require 
power to operate, however, so if the 
enemy knocks out a critical power 
plant, you will suddenly find your 
advanced guard towers useless. 

Advanced Communication 
Centers give only one real advan- 
tage over regular communication 
centers—they're capable of firing a 
satellite—based ion cannon once 
charged. The charges take time, and 
the blasts themselves are concen- 
trated. Good mostly for destroying 
already damaged buildings, or tak- 
ing out very highly concentrated 
enemy troops. 


Nop 
BUILDINGS 


Hand of Nod is the equivalent 
of a GDI Barracks. This is where the 
troopers are born and raised wear- 
ing combat boots. 


Turrets are similar to GDI's 
guard towers, firing high—impact 
shells which can damage light vehi- 
cles reasonably well, especially 
when multiple turrets are present. 
However, they’re fairly useless 
against infantry. 

SAM Sites provide air cover 
against enemy Orcas or troop heli- 
copters. Very powerful, each base 
should at least have a couple strate- 


gically based to cover the full 
perimeter. 

Airstrips act as NOD's Weapon 
Factory. Unlike GDI, NOD can't man- 
ufacture on the spot, they instead 
need to order their hardware which 
is delivered via cargo jet. Vehicles 
and tanks all come via mail order. 

Obelisks are awesome defense 
systems capable of blowing the hell 
out of enemy vehicles. Firing con- 
centrated lasers, invaders are likely 
to find themselves fried in no time. 
The downside is that obelisks 
require large amounts of energy to 
fire. The best way to kill an obelisk 
is to destroy the power plants first, 
rendering the obelisk useless. 


Temple of NOD is the most 
devastating weapon among NOD. 
You're required to pick up crates in 
various missions to be able to ulti- 
mately use it, but once operative, 
you can unleash a nuclear attack 
upon your opponent. Makes GDI's 
lon Cannon look like a squirt gun. 

۷ r whe 
STRATEGIES 
Throughout Command & 
Conquer, you'll be out—numbered, 
out—gunned, and ready to run to 
the out—house. Fortunately the 
computer isn't all that smart. The 
following are two sets of strategies, 
both defensive and offensive. 


DEFENSIVE 
STRATEGIES 
After building up your initial 
base, cut off your weak side by 
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Interplay for IBM PC CD and Mac CD 


by Nikos Constant 


nterplay's 
r new 
Frankenstein 
game is pretty hard to get 
through. With tons of stuff you have 
to remember, it'd be nice if you could 
just get all the steps in one place. Well, 
here it is folks. So you don't have to write 
down those Planetary Controls on a piece 
of paper or experiment with what num- 
ber to place the Centrifuge or Refinery 
levels at, here's Computer PLAYER'S com- 
plete strategy to Tim Curry's 
finest video-game perfor- 
mance yet. 
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RESURRECTION 
LAB 


FRANKENS! im 


You wake up. What happened? You 
need to find out, so click on the 
mouse a couple of times to see your 
arms. Then click again to stand up. 
You will have a view of the room. Walk 
to the trap—door in the floor located 
beneath the periodic table of the ele- 
ments. And click twice on the door to 
go down. 


Lightning Coil Room 

Once down the trap door, turn and 
face the stairs that go up. You'll see a 
plank leaning against the stairs. Turn to 
the right and look at the opening that 
goes down to a some stairs that go 
down. Click the plank, that you should be 
holding on the stairs, and then click 
again on them to go down into 
Frankenstein's lab. 

Frankenstein's Lab 

Turn around and walk toward the 
table that has some jars and switches 
on top. Click on the table to go to a 
close—up view and throw the right 
switch to turn off the room's freezer. 
Get out of the close—up view and open 
the door. 

Bedroom 

Go to the desk and take the key 
from the drawer by going to the close— 
up view. Get out of the close—up and 
walk to the door in the corner of the 
room and use the key to open. Turn 
around and you will face Dr. 
Frankenstein who will instruct you of 
your place. After he's done exit the 
bedroom. 

Frankenstein's Lab 

Go up the stairs back to the Lightning 
Coil room. 

Lightning Coil Room 

Turn around and face the door and 
exit out to the balcony. 


Balcony 

Turn left to face the door you came 
out of. You're going to throw a rope over 
the side of the balcony. To do this, click 
on the cannon ball to move to a close 
up of the hoist. Take a cannon ball and 
place it on the hoist and then pull on the 
rope. Exit the close up. The next step is 
to find the bird statue on the balcony. 
Click on the rope and turn to the right 
where you'll see that the wall is broken. 


Click on the hole and the rope will now 
go over the side. You can go to the break 
in the wall and peer over the side. Climb 
down the rope and enter the opening in 
the wall through the metal grate that 
has been ripped open. 


Secret Passage 

Turn to the right to face the ladder 
and climb down. Half way down, you'll 
have to click down again to go the whole 
way. At the bottom of the ladder turn to 
the right where you'll face you first 
puzzle. 

Before you turn the crank, memorize 
which way the gears are placed. Then 
turn the crank. This makes all the gears 
fall out of their place. Put the gears back 
on the right axles and turn the crank a 
second time. A panel will slide reveal- 
ing an opening that is covered by a 
tapestry. Leave the secret passage 
through this opening. 

The Front Hall 

Enter the door on the far wall and go 
through. 


Banquet Room 

Turn to the right and walk towards 
the fireplace. Pick up the satchel. Now 
you can carry as much stuff as you want 
instead of just one object at a time. Turn 
left twice and face the table. Walk down 
the right side of the table. Dr. 
Frankenstein will come out again to talk 
to you. Turn to face the table and move 


to the plate of food. Take the turkey leg. 


Get out of the plate close up and turn to 


the right walking towards Dr. 
Frankenstein. Turn around to face the 
table again and exit the Banquet room 
through the door on the right wall. 


Front Hall 

Walk to the far wall and go back 
through the secret passage behind the 
tapestry. 


Secret Passage 

Turn right and climb the ladder twice 
to reach the metal grate. Climb back up 
to the balcony. 


Balcony 
Go back to the Lightning Coil Room 
through the door by the bird statue. 


Lightning Coil Room 
Now climb back up to the 
Resurrection Lab. 


Resurrection Lab 

Walk to the window on the other side 
of the room. Turn left and you'll see Dr. 
Frankenstein writing some notes. Try to 
take the green crystal off of the top 
shelf and the doctor will tell you to not 
touch what isn't yours. Take all of the 
papers off the shelf that is just below 
the crystal. To get all the papers, click a 
couple of times on the shelf. Here you 
should save your game! 

Now get the crystal. Time your snatch 
while the doctor isn't turned towards 
you, and quickly turn to the right. You 
only get three tries total to get the crystal 
or Doc will shoot you. If you want a 
good laugh, mess up and check out Tim 
getting busy with a gun. 

After you've gotten the crystal you 
need to find a way to sneak it out of the 
lab. To do this you're going to rig the 
crystal into a parachute. Face the win- 
dow, place the crystal on the table 
beneath the window, and take the 
cloth from the bottom shelf to your 
right and place it on the table next to the 
crystal. Then take a string from the wall 
and tie the cloth and crystal togeth- 
er four times. The parachute is done. 
Pick up the crystal parachute and chuck 
it out the window. It will float down to 
the top of the wall that you can see 
through the window. You'll go retrieve 
it later. Go out of the Resurrection Lab 
through the trap door on the floor. 


Lightning Coil Room 
Go down the stairs to the Small Lab. 


Small Lab 

Turn left to face the door that was 
frozen over with ice, but that you unfroze 
when you turned off the freezer. Walk 
through the door. 


Chemical Storage Room 

Turn to face the exit, get the 
crowbar, and put it in your bag. Turn to 
the right and walk to the workbench. 
Take all the notes on the bench and then 
exit the Chemical Storage Room through 
the door you came in. 


Small Lab 

Turn right and face the table with 
the heads on it. Take the battery which 
is the square object on the left side of 
the table and the wire coil hanging 
from the peg above the table. Exit the 
Small Lab to the Lightning Coil Room. 


Lightning Coil Room 
Exit to the Balcony 


Balcony 
Go over the side through the grate 
and into the Secret Passage. 


Secret Passage 
Go down twice to the bottom and go 
out through the tapestry to the Front Hall. 
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Main Hall 

Go forward and go outside of the cas- 
tle through the set of double doors on 
the left. 


Road 

Turn left and walk to the second tree. 
Walk ahead and you will turn to the 
right. You will see the tower that the 
crystal parachute landed on in the 
distance. 


Tower 

Walk ahead and you'll see that the 
you can climb up. Use the bricks that jut 
out from the wall to climb. Start climb- 
ing. When you get to a fork in your 
climb, take the left brick. Keep climb- 
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ing until you reach the crystal, get the 
crystal, and climb back down. 


Road 
Go back to the castle. 


Main Hall 

Turn to the right and go back through 
the Secret Passage covered by the 
tapestry. 


Secret Passage 


Climb up the ladder only one floor. 
When the ladder looks different turn 
around to face the small table. You will 
automatically put all the stuff 


you've collected onto the table. Now 
you can experiment! 


Life Experiment 

Go to a close up. Take the wire, bat- 
tery, turkey leg, and crystal and connect 
them. Do this by taking the loose end 
of each wire and attach them to the 
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crystal. The crystal will glow. Get out of 
the close—up. You'll start talking to your- 
self about being a failure. Go back to the 
close—up and take the turkey leg in 
order to eat it. You'll black-out and wake 
up in a puddle of vomit. The chunks will 
be moving! Could the secret to life be in 
the crystal? Take the grappling hook 
and climb down the ladder to the 
Main Hall. 

Main На 

Go back outside and through the dou- 
ble doors. 

Road 

Turn left and walk to the second tree. 
Walk past and then turn around to face 
it. There will be a rope lying in front of 
the tree. Move the cursor to the rope and 
it will point down. Check out the plaque 
of the planets located at the base of 
the tree this code should be memorized 
or written down because it will help you 
unlock the planet puzzle later in the 
game. Take the grappling hook and con- 
nect it to the rope. Click on the rope and 
throw it upward to a branch overhead. 
Climb the rope to the top and enter the 
window to the Trophy Room. 


[4 


Тгорһу Воот + 

Walk toward the suit of armor but 
don't go through the door! Turn right to 
face the fireplace. Remove the wood 
that braces the wheel of the aquarium 
and then move the aquarium under- 
neath the chandelier. Walk to the fire- 
place and unroll the rope. The fire will go 
out when the aquarium breaks and dous- 
es the fire with water. You can now enter 
the fireplace safely, remember this for 
later. Leave the fireplace close—up and 
go left to face the door behind the suits 
of armor. Get the table and place it 


between the two suits. Walk to the 
door. The axes will fall and get caught 
in the table. Exit the Trophy Room 
through the door. 


Second Floor Hallway 
Go forward to the wall and turn left. 
Move forward four times and turn right. 
: Now go through the door into the 
Smoking Room. 
Smoking Room 
Look at the plaque on the broken 


table. This is the second planet position- 
ing puzzle that you will find. Remember 
it or write down the pattern for later. Go 
out the room where you came in. 

Second Floor Hallway 

Enter the corridor and turn left. Go 
forward.three times, turn left, and enter 
the door that you can see at the end of 
the passage. 

Main Library 

Take an axe from the coat of arms 
and use it on the ladder to pull it 
towards you. Climb down the ladder to 
the floor of the library. Take all the 
papers from the book pedestal, turn 
around, and take the the papers from 
the desk. Turn right to the door and exit 
the room. 

First Floor Hallway 

Enter the hall, turn left and proceed to 
the end of the corridor. Turn right and 
exit the hall through the first door on 
the left. 
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Jail 

By now, Dr. Frankenstein may have 
caught your little shenanigans and throw 
you in the pokey. If this happens, escape 
out of the shackles in the jail by slipping 
out the your woman’s hand from the 
left shackle. A mysterious helper will 
then hand you down a key to release 
your right hand. From the jail, you will 
go through a secret passageway that is 
easy to get lost in. Use the map on the 
plaque in the passage to help get you 
out. This will eventually lead you back to 
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the Main Hall. 
Main Hall 
Go out the main doors to the road. 
Road 


fe 


Turn right and walk along the road 
going left. You will reach the main doors 
of the garden. Turn left and walk to the 
reflecting pool where you will see the 
third plaque mounted on the side of 
the pool. Remember this one or write 
down the pattern. Walk along the left 
side of the pool once, turn left and enter 
the Topiary Garden through the gate. 

Topiary Garden 

Turn right and walk to the buffalo 
shaped tree. Walk past the tree and turn 
tight. Climb down the ladder into the 
tunnel. 

Tunnel 

When you get to the bottom of the 
ladder, turn around and crawl through 
the tunnel until you reach the ladder at 
the other end of the passage. Climb up 
the ladder to reach the Garden Maze. 
Save your game here! 

Garden Maze 

Follow these directions. If you get lost 
go back to your saved game. To reach 
the skull, go RIGHT, FORWARD, 
RIGHT, FORWARD, LEFT, FORWARD. 


Take the bug in the skull close—up and 
click out of the close—up. Save your 
game! 

To reach the hole in the ground, go 
LEFT, FORWARD, LEFT, FORWARD, 
LEFT. Don't go in the hole! Instead, 
move past it by going FORWARD, and 
then move RIGHT, FORWARD, LEFT, 
FORWARD, RIGHT, FORWARD, LEFT, 
FORWARD, RIGHT, FORWARD, 
FORWARD, LEFT, FORWARD, LEFT, 


FORWARD, LEFT, FORWARD, LEFT 
and you'll reach the man eating plants. 
Move forward and put the bug into 
the smaller plant's mouth. The larger 
plant will open its mouth revealing 
the hedge shears. Take them. Save 
your game! 

Get out of the plant close—up and 
then move LEFT, FORWARD, RIGHT, 
FORWARD, RIGHT, FORWARD, 
RIGHT, FORWARD, FORWARD, LEFT, 
FORWARD, FORWARD, LEFT, 
FORWARD, RIGHT, FORWARD, 
RIGHT, FORWARD, RIGHT, 
FORWARD, RIGHT to the cellar doors. 
Move to a close—up and use the 
hedge shears to clear away the 
vines covering the doors. Open the 
doors and climb down. 


Tunnel to Planetary Room 

Get to the bottom of the ladder, turn 
right, and pull the lever. This will move 
the plants in the maze so that they go in 
a straight line so you don't have to keep 
negotiating through them. Turn right and 
crawl through the cave. Climb the ladder 
and go to the Planetary Room. 

Planetary Room 

Once in the room turn around and go 
to the Planetary Code Wheel. Now you 
know why you should have been writing 
down those plaque patterns. Turn the 
wheel until the planets move to the 
position on the first plaque, located 
in the Smoking Room. After doing this, 
open the first panel on the top row to 
Show fire, and then the first panel on 
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the bottom row. Pull the big lever on 
the right. You can now go right and enter 
the first open cavern underneath 
the arch. 

Caverns 

Move forward until you reach the first 
open cavern with three archways. There 
will be a hand moving along the 
ground. It will go to the tunnel on the 
right. Keep going through the tunnel 
keeping to the left as it goes around. 
There will be a second room with three 
arches with the hand kicking back. Don't 
kill the hand with the rock! He's your 


buddy and he will help you later, espe- 
cially if you land in jail. Follow the hand 
through the left archway. Go forward 
until you reach a wall and turn right. 
Move forward. You will face another 
wall. Turn left and then go forward. Go 
up the passage to the Dock. 

Dock 

Go to the end of the dock and turn 
left. There will be a loose wire next to a 
battery and air pump. Move the wire 
so that it touches the battery and 
get the diver's helmet. Take the spear 
that was under the helmet. Turn right 
and get into the water by going down 
the ladder. 

Underwater 

Turn to the right and you'll see a 
piece of paper floating. Turn back 
around and look at the chest. Turn back 
around and head back to the dock. The 
octopus will attack you. Kill it with the 
spear and get out of the water by using 
the ladder. 


Dock 
Walk back to the tunnels. 


Caverns 

Go forward until you reach a fork in 
the tunnel. Take the right side and con- 
tinue forward two more times and turn 
left. Go forward two more times and go 
off to the right. Go forward once more 
and turn left. You will see a chained 
door in the distance. Walk down the tun- 
nel until you reach the paddle wheel. 
Turn on the water using the pipe and 
step across the stream using the paddle 


wheel. On the other side, look down and 
pick up the chain. Take the chain, turn 
right, and connect the chain to the 
paddle wheel. Cross back over and turn 
around to open the water valve, Walk 
back across and turn right. Pull the 
switch and the chained door will be 
ripped open revealing the mine. 

Before you enter the mine you have 
to turn on three conveyor belts locat- 
ed in the caverns. To find them, turn 
right and walk back over to the end of 
the tunnel. Turn left and go forward 
twice. Then turn right and go to the end 
of the tunnel, going to the right. At the 
end is a conveyor belt. Turn it on by 
using the controls, get out of the 
close—up and then turn around. Go back 
out the passage until you reach the end, 
and then turn left and go forward. There 
will be a cavern with three archways like 
before, so go into the middle archway 
and turn on the second conveyor 
belt. Leave the control close—up and go 
along the right tunnel branch until you 
reach another three arched alcove. Go 
through the center arch and activate 
the third conveyor belt. Turn around 
and head back down the tunnel going to 
the right when the tunnel curves, and 
then turning right. Go forward once and 
then left. You will see the entrance to the 
mine at the other end of the tunnel. 

Go to the entrance of the mine shaft 
by the paddle wheel and go to the end 
of the tunnel. You will know you're close 
to the paddle when you hear the sound 
of running water. 


Mines 

24, 25 

Go to the end of the mine tunnel, turn 
right and go to the end of the tracks. 
There will be a metal door. Turn right 
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and follow the tracks to a branch where 
there will be a switching box. Pull the 
handle to switch the tracks. Turn around 
and walk along the mine to the other 
end where there will be another door. 
Pull the door lever and enter the 
Crushing Chamber. 

Crushing Chamber 


Climb up the ladder and walk to the 
end. Turn right and you will find a 
fourth conveyor belt. Start up the con- 
veyor and then go to the right where you 
will walk to a pair of buttons next to 
the belt. Now, push the bottom button to 
activate the motor and walk to the con- 
trols for the crusher in the very middle of 
the room. 

The way the crusher works is that 
you throw the switch to start the belt, 
and then use the left button to use 
the left crusher and the right button 
to control the right crusher. If you 
don't crush the rocks into fine enough 
pieces you won't be able to make the 
correct life substance. Each boulder 
must be crushed twice by the 
machine. Start the belt and time each 
crush by hitting the buttons. Be sure to 
hit each pile twice. If you let the big 
pieces go, the machine will shut off. If 
this happens, you have to go to the right 
of the machine and pull the lever to clear 
the machine. Then walk back to the left 
side and press the bottom button again 
to start up the motor. If you fill the cart 
properly with rubble, the machine will 
stop automatically and a bell will 
sound. When this happens climb down 
the ladder and exit the Crushing 
Chamber. 

Mines 


Go along the the shaft until you reach 
the controls mounted along the side of 
the tracks near the first track junction. 
Pull the left switch and watch the min- 
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ing cart move along the tracks down the 
tunnel to the left. Follow the tracks to the 
next junction and go to the left. Go down 
the tracks to reach the place where the 
cart has stopped. Go up to the cart and 
attach the chain to the cart. Go back to 
the controls and use the right switch, 
and then the left switch. The cart will 
go by again. Go back to the the place 
where the cart was stopped and climb 
up the ladder. You will be in the 
Crystallization Lab. 

Crystallization Lab 

Go to the door and exit out to the 
Main Hall. 

Main Hall 

Go through the main doors and out 
to the road. 

Road 

Go to the end of the road and look 
over the maze. Climb down the ladder 
and walk to the end of the maze which is 
now a straight line. Climb down the lad- 
der to the hole in the ground. 

Tunnel 

Turn around and crawl through the 
tunnel. At the end of the cave climb the 
ladder to the Planetary Room and walk 
to the Planetary Code Wheel. Turn the 
wheel until it matches that of the third. 
plaque. Open the second panel on the 
first row to see water and the third 
panel on the second row. Pull the 
lever and walk through the archway that 
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has been opened to the third chamber. 
You'll notice that the second chamber 
can be opened but that it is blocked by 
some rocks. These rocks will be moved 
later on in the game. 

Wine Cellar 

Walk through the arch and go for- 
ward once. There will be barrels. Save 
your game here! From the room with 
the wine casket lying on its side move 
FORWARD, FORWARD, FORWARD, 
FORWARD, RIGHT, FORWARD, LEFT, 
FORWARD, RIGHT, FORWARD, LEFT, 
FORWARD. You will be facing a wall. 
Turn right and walk through the open- 
ing in the brick wall. Go forward until 
you reach another wall, turn left, and 
crawl through the opening into the 
Refinery. 

Refinery 

Enter and go left. Pull the lever on 
the wall next to the metal door. exit 
through the opening to the Mine. 

Mine 

Enter the mine and go right. Walk to 
the mine cart controls and pull the 
lever to switch the track. Pull the right 
Switch to the UP position and the left 
Switch to the DOWN position. The min- 
ing cart will go to the Refinery. Go back 
to the Refinery. 

Refinery 

Go to the end of the Refinery and 
climb the stairs to the left. You will now 


be inside the control room. To use the 
controls, first throw the left switch. 
Then move the small lever above the 
number readout to the right until the 
needle in the meter moves into the 
gray position of the display. Turn the 
wheel beneath the meter until the 
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number readout changes to 90. Then, 
pull the knob on the left side of the 
control box down. The crane will reach 
into the cart and grab the crushed rocks. 
Push the knob up now and the crane 
will lift the rubble from the cart. Slide 
the round knob that is in the hori- 
zontal groove at the center of the 
control panel to the right. The crane 
will move to the back of the Refinery. 
Then pull the left knob down. The 
crane will put the ore into the furnace. 
Next, push up on the side lever and 
pull the right switch. The electrode in 
the claw will extend. Pull the side lever 
down again and if you've done every- 
thing right the panel lights will flash. 
The ore has been refined. Push up on 
the side knob and slide the middle 
lever to the left. To end the process, 
pull the side lever down and leave the 
close up of the control panel. 

Go back to the main floor of the refin- 
ery and go to the the coil in the corner. 
Flip up the switch in the coil to start 
charging. Exit the refinery and go back 
to the mine shaft control panel. 

Mine 

Move the mine cart to the area 
beneath the Crystallization Lab by. 
throwing the right switch down, and 
then throwing the left switch down. 
The cart will roll by and then pull the 
lever to switch the tracks. Throw the 
right switch up and the left switch 
down. The cart will roll by again. Follow 
it back to the Crystallization Lab by 
going along until you find the stopped 
cart with the glowing ore inside. Climb 
up the ladder to the lab. 


Crystallization Lab 


Walk to the control panel at the far 
corner of the lab. To crystallize the ore, 
turn the knob until the number read out 
reads 90. Move the smaller knob in the 
T—groove to the Right. The crane in 
the lab moves to the right, gets the ore 
and goes back to the center of the lab. 
Now move the T—groove knob to 
the left. This makes the crane go to the 
left and puts the ore into the vat. Walk 
around the centrifuge to the vat that the 
ore was just put. Turn on the valve of 
the tank and nitric acid will flow 
into the vat. Then turn the knob on 
the water tank. Flip the switch on 
the leg f the vat to mix the substance. 
When it has mixed, turn the drain 
underneath the vat and watch the mix- 
ture flow into the container. Go back to 
the Crystallization control panel. Save 
your game! 

At the control panel move the T— 
groove knob to the left. The crane 
will pick up the cylinder that you just 
filled and go to the center crane position. 
Pull the large knob down and the 
crane will put the cylinder in the cen- 
trifuge. Flip the knife switch to the 
right and pull the big lever to start 
the centrifuge spinning. The crystal 
will now be created and the thing will 
glow green. Throw the switch to the 
left and pull the T—groove knob 
down. The crane will pick up the crystal 
and put it in the dumbwaiter. Leave the 
controls and walk over to the dumbwait- 
er. Press the top button so that it goes 
up and then exit the lab back to the 
Main Hall. 

Main Hall 

Go out the double doors to the 
outside. 


Road 

Go to the edge and down the ladder 
back to the Maze. 

Maze 

Go down the hole to the tunnel. 

Tunnel 

Go through the tunnel to the 
Planetary Control Room. 

Planetary Control Room 

Turn the wheel until the planets are in 
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the fourth position that was found at 
the base of the tree. Slide the fourth 
panel on the first row revealing 
mountains and the fourth panel on 
the second row. Pull the lever to 
open the chamber. Turn to your left and 
go through the arch. 

Mausoleum 
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You will go to the grave room and be 
able to open the drawer to the right. A 
spider will be walking around that can 
bite you, so trap it by opening the 
jaw of the skull and waiting for it to go 
inside. When it does, close the jaw. 
Pick up all the documents you can find 
in the books. There is a lot of stuff, so 
look through it and get it all. You have to 
look at every page in order to get the 
next document. When you see a docu- 
ment for a second time, you'll know 
you've seen them all. Leave the 
Mausoleum and go back to the castle. 
Go through the Planetary Control Room, 
the tunnel, and up to the maze and back 
to the road. 

Road 

At the entrance to the castle, the doc 
will appear telling you that you've been 
bad. He will leave so just ignore him and 
and enter the castle. 

Main Hall 

Go through the tapestry. 

Secret Passage 

Go up the ladder through the grate 
and up to the Balcony. 

Balcony 

Go through the door to the lightning 
coil room. 

Lightning Coil Room 

Turn right and go down the stairs to 
the Dr. Frankenstein's Lab. 

Dr. Frankenstein's Lab 

Turn left and walk across the room to 
the door that goes to the Chemical 
Storage Room. Enter. 

Chemical Storage Room 

Walk to the vault door and use the 
combination that you found in the 
Mausoleum's notes. The combination 
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is UP, UP, DOWN, UP, DOWN. 
Cryogenics Lab 
Walk to the door across the room and 
enter the Kennel. 
Kennel 


Dr. Frankenstein is standing amongst 
the cages as you enter. Walk to him. He 
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will go away. Turn around. Dr. 
Frankenstein will then go behind the 
machinery. Walk forward and turn right 
to face him. After he speaks, quickly turn 
around and exit the Kennel to the Third 
Floor Hallway. 

Third Floor Hallway 

Go out the door and turn left and 
head to the door at the end of the hall. 
Open the door and walk down the stairs 
to the second level. 

Second Floor Hallway 

Turn right and walk to the far end of 
the hall. Turn right and walk to the door 
that has three steps going up. Go 
through and walk down the stairs to the 
Main Hall. 

Main Hall 

Go out the front doors to the road. 
Save your game! 

Road 

Make sure your game is saved! 
Turn left and go to the reflective pool. 

Henchmen in the Garden 

A man will be standing in the garden 
with a pistol. Be quick here! Turn right. A 
second man will come at you with a 
gun, quickly turn right and head back to 
the castle. If you're slow they will shoot 
you and you'll have to start back from 
your save point. 


Main Hall 

Walk to the right hand stairs to the 
Second Floor. Save your game! Turn left 
and go to the end of the hall and turn 
right. Go forward and turn left at the cor- 
ner. Now go to the door at the end of the 
corridor and enter the bedroom. 


Bedroom 

Quickly turn right and face the 
mirror. Walk up to it. A woman will 
break the glass of the mirror. Follow her 
to the tunnels. The woman will lead you 
to safety so follow her closely through to 
an underground cavern by the water. 
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Once there, turn to the right to talk to the 
woman, whose name you'll find is Sara. 
Walk over to her and when she moves, 
move to the barrel by where she placed 
a cup. Push the barrel to the right of 
the cup forward. Take the branch from 
the top of the barrel and push a bottle 
from the shelf into the barrel. Sara will 
take the bottle and walk away. Turn 
around to listen to her story. Once she's 
done, leave the close—up and wait for 
more info. Wait a little bit and the hand 
will walk in talking. Turn around to see it 
but even though Sara tells you to kill it, 
let it go. The hand will leave. Turn 
around to face Sara again and she'll talk 
more, eventually leaving (Finally!). Turn 
left and head down the tunnel. 

Planetary Control Room 

Follow Sara to the end of the tunnel 
and turn right to the end and turn right 
again. You will be at the Planetary 
Control Room. Set the planets to the 
fourth plaque again, sliding open the 
fourth panel on the first and second 
rows of panels and pull the lever. Turn 
to the left and take Sara to the 
Mausoleum. 

Mausoleum 

Go to the drawer and show Sara the 
newspaper articles about Dr. 
Frankenstein getting fired from the 
Pasteur Institute. She'll read the article 
and talk about the Doc, finally heading 
out of the Mausoleum. Follow her. As 
you do this, an earthquake will start. 
Get out of there. 

Planetary Control Room 

The earthquake destroys the Planet 
Control Panel, but the rocks in front of 
door number two have been moved 
allowing for an exit. 

Strip Mine 
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You will go to the main room of the 
Strip Mine. Save your game! Turn right 
to Sara, standing next to a ladder. Walk 
to the ladder and climb up. Climb until 
you reach a platform where there are 
two ladders to choose from. Take the 
left ladder and keep going. At a second 
platform choose the Right ladder. At 
the third landing use the Left ladder 
and keep climbing. Sara will call for 
help, reaching up for you. Take her hand 
to save her. 

Topiary Garden 

You'll reach the garden with the 
plants shaped like animals. And follow 
Sara out. 

Reflecting Pool 
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At the pool, turn left and walk to the 
Gargoyle statue mounted on the left 
side of the pool. Go to a close—up and 
press the statue. A block in the pool 
will surface at the far end of the pool. 
Walk to it and notice that the wall at the 
end of the fountain has opened. Use the 
block to go through the passage. 

Fountain Tunnel 

Go along the tunnel to the secret 
dock. Turn left and look at the note held 
by the bottle. Take the note and turn 
around to face Sara. Show it to her. 
There will be a bomb in the room. Turn 
right and leave the dock. At the fork 
take the left tunnel. At the end of the 
tunnel is a lever. Pull it to go back out to 
the reflecting pool. 

Reflecting Pool 

Go out to the road. 

Road 

Take the road to the right and head to 
the castle doors. 

Main Hall 

Go up the left stairs and enter the 
second Second Floor Hallways. 

Second Floor Hallways 

Exit the doorway and go forward. 
turn left at the corner. Enter the door on 
the left that is just ahead and go up the 
stairs to the Third Floor Hallway. 

Third Floor Hallway 

Exit the stairs and turn right. Move 
forward and turn right again to go 
through the door to the Observatory that 
is located just ahead to the left. 

Observatory 

Enter the Observatory and turn right. 
Follow Sara around the corner. You will 
see the Doc standing by the window. Go 
to him and watch Sara and the Doc talk- 
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ing. He will admit to setting the bomb. 
Go back to the other room and look at 
the wall with shelves on them. The doc 
will tell you about his murderous plans. 
Follow the doc back out to the main 
room of the Observatory and watch him 
talk to Sara again. He will walk away, so 
follow him to the door. He will trick you 
and lock you inside the room with Sara. 
Go back to the main room and look 
through the telescope. Sara's daughter 
Gabrielle is being escorted through the 
Reflecting Pool's secret entrance on her 
way to being blown up. Go back to the 
little room and go to the desk located 
beneath the grate. Go into the desk 
drawer and take the key. Move the 
table on the left under the grate, stand 
on it, and try opening the grate with the 
key. You will drop the key and it will go 
down the drain in the floor. Get off the 
table and move it back to the left. Then 
go back to the main room and get the 
horseshoe shaped magnet off the 
desk. Go back to the drain and get the 
key out using the magnet. Unlock the 
grate above the wall again by moving 
the table. This time the grate will open. 
Try to crawl through. You're a little big 
fella. Send the woman. Sara will stand in 
front of you. Point towards the grate. 
She will climb through and unlock the 
exit to the Observatory from the other 
side. After she leaves, exit the 
Observatory. 
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Third Floor Hallway 

The hand will save you from getting 
shot by getting in the way of the bullet. 
Turn around and follow Sara to the Dock. 
To get there, Turn left and exit the Third 
Floor Hallway through the door to left 
just up ahead. Go down the stairs to the 
Second Floor Hallway. 


Second Floor Hallway 

Turn right and walk around the corner to the right. Go to the 
door with three steps leading up and go out to the stairs 
that lead to the Main Hall. 

Main Hall 

Go out the front door. 


Road 

Turn right and go until you get to the Reflecting Pool. 

Reflecting Pool 

Use the gargoyle to find the secret entrance. 

Reflecting Pool Tunnel 

Go out to the Secret Dock. The explosion has killed 
Gabrielle. Pick her up and take her to the Resurrection Lab. 
Turn around and take the tunnel to the left until you reach the 
lever to go back out to the Reflecting Pool. Pull the lever and 
head back to the castle. 

Main Hall 

Turn right and enter the secret passage behind the tapestry. 

Secret Passage 


Climb the ladder, go out the grate to the balcony. Enter the 
Lightning Coil Room. 

Lightning Coil Room 

Take the stairs to the Resurrection Lab. 

Resurrection Lab 

You will lay down the body of Gabrielle automatically 
on the table in the middle of the lab. Go to the dumb- 
waiter and get the glowing green crystal. Turn around and 
face the crystal holder above Gabrielle's body. Put the crystal 
there. Walk over to the ladder and climb to the Rooftop. 
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Rooftop 

Save your game! Go to the wind speed gauge. When 
the wind speed dips down between 10 and 20, exit the close— 
up and release the kite by touching the spool of rope. If you 
did it right, the kite will float nicely in the breeze. If you do it 
wrong, it will either rip off from the roof or drop to the ground. 
If this happens, re—start from you last saved game. With the 


kite up and away go back down the ladder. 

Resurrection Lab 

Go back down the stairs to the Lightning Coil Room. 

Lightning Coil Room 

Go to the other side of the room and turn left to face the 
coil. Move the switch up. when the the meter is in the gray 
area, throw the switch down. You will hear the coil buzz 
with electricity. Throw the switch back up to send the elec- 
tricity to the Resurrection Lab. Go up the stairs back to the 
Resurrection Lab. 

Resurrection Lab 

Go to the controls that raise and lower the platform. They 
are in the center of the room opposite the window. Save your 
game! Flip all the switches and pull the large lever on the 
ground. The table will raise Gabrielle to the Rooftop. When 
this is done, flip the set of three switches to the Left 
there will be a electrical shock in the room and you'll watch the 
end of the game. If you've done everything correctly, Gabrielle 
will live. If not, she'll be zapped like a bug. 7” 
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Ripley's Believe it 
or Not: 
The Riddle 
Master lu 


STRATEGY 'GUIDE 


Sanctuary Woods-for-IBIV-PC CD 
by Ron Dulin 

asily one of the most satisfying graphic adventures of che last year, The 

Riddle of Master Luhas a great story and is chock-full of tricky puz- 

zles. |f it weren't for that pesky maze in che Temple of the Hidden Way, 
this strategy guide would have been pure pleasure for me to write. This guide 
should cell you just about everything you need to know, including what 
artifacts to sketch in your journal and what oddities со send home to your 
Oddicorium—both of which, incidencally, are just chere to perpetuate che 
“struggling entrepreneur” subplot. The game will progress che same if you 
just stick to the puzzles. Which brings to mind a sticky question: If Ripley is 
so penniless, how can he live such a jec-seccer lifestyle? 

Okay, okay, | know it's just a game. But when you have to play through 
these things several times, che line between reality and fiction begins to 
become a bit fuzzy. (| should probably curn off che faucet and let you get on 
with the game already, ch?) 

So, with no further blathering on my parc, here's your definitive guide to 


solving The Riddle of Master Lu. 
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After the intro, you'll be in the 
office of Ripley's Odditorium. Pick 
up the handling stick from the 
floor and you will automatically use 
it on the snake (you can also use 
the samurai sword, but the former 
method is preferred by museum 
curators and the Humane Society 
alike). After the excitement sub- 


sides, open the envelope and read 
the letter from Baron Von 
Seltsam. Talk to Mei Chen and 
Feng Li, then you can wander 
around the Odditorium and check 
out the weird goodies. When fin- 
ished, head east from the main hall 
to exit the Odditorium and enter the 
Posh Express office. Send a radi- 
ogram to Baron Von Seltsam, then 
book passage to Peiping 


At the Posh Express office in 
Peiping, buy some yuan then head 
west to the main street. After talk- 
ing to the monk at the Hall of 


MZ | 


Classics, sketch the main street by 
using Ripley's journal on it. Head 
east to the old woman feeding the 


| pigeons. Give Ripley's photo to the 


woman to get the soldier's helmet. 
Use the soldier's helmet on the 
awning above the blacksmith's 
shop to attract and distract the 
peasant, then walk into the alley 
behind the shop. 

Look at the junk pile next to the 
wall of the shop, then pick up the 


Ё Rebus Amulet. Use the wheel at 


the back of the alley, which will 
break into pieces. Pick up the seven 
spokes and return to the main 
street. Head west to the Posh 
Express office. Get your messages, 


then send a radiogram to Mei 
Chen's relatives (these actions hap- 
pen automatically after you enter). 
Send the Rebus Amulet to Feng Li 
in New York, then return to the 
main street. 

Walk to the alley wall between 
the herb shop and the trading post 
(which, if you are wondering, won't 
ever be open). Use the wooden 
spokes on the wall to enter the Hall 
of Classics. Take the pass from Mei 
Chen, then examine the ground next 
to the wall you came over. Pick up 
the silver butterfly. Examine the 
artifacts in the courtyard if you so 
desire, then sketch the Hall of 
Classics. Walk west to the gong 
next to the acolyte. Pick up the 
mallet and use it on the gong to 
summon the priest. When talking 
with the priest, choose your 
answers carefully. Remember: 
Flattery will get you everywhere. 
Learn all you can of Master Lu and 
Professor Twelvetrees, then exit the 
Hall of Classics. 

Return to the Posh Express office 
and read your new messages. Send 
the silver butterfly to Feng Li, then 
book passage to Danzig. 


Buy marks at the Posh Express 
office, then exit the office to travel 
to Ace of Spades Castle. After 
talking to Wolf, the gardener, sketch 
the castle. Ask Wolf to take you to 
the Baron. Grease Wolf's green 
thumb by slipping him some marks, 
then follow him to the tomb. Sketch 


the headstones twice, then walk 
west twice to return to the front of 
the castle. Walk to the castle door, 
where you will be greeted by the 
butler and admitted. Enter the sit- 
ting room and talk with the new 
Baron, Albert Von Seltsam. 
Charming lad, eh? (Though a bit on 
the long-winded side. Jiminy 
Christmas, shut up already!) 

After your conversation, look at 
the sofa. Take the German bank 
note, then head back to the entry 
hall. Walk through the spade-shaped 
archway to the billiards room. 
Open the Baron's desk, then open 
the desk drawer. Take the enve- 
lope and the keys, then close the 
drawer. Open the envelope and read 


the letter, which also contains a 
stamp. Use the keys on the games 
cabinet, then open the cabinet. 
Unlock the cabinet drawer, then 
open it and examine the cards. Find 
the ace of spades on the wall near 
the painting. Moving the ace 
reveals a switch that opens the 
smoking hutch. Take the billiard 
ball from the table and then exam- 
ine the hutch. Open the cigar box 
and remove a cigar. Next, open the 
vent and drop the billiard ball in the 
round hole. Close the hutch by 
pressing the black button on the 
wall. Use the billiards table to reveal 
a staircase, which will lead you to 
the laboratory. 

This is possibly the most com 
plex (and best) puzzle in the game. I 
almost hate to spoil it for you. You'll 
have to use the objects in the lab to 
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lig | Make two entirely separate contrap- 
E tions: one to retrieve the emerald 
and one to open the door. Let's get 
= started, shall we? 

Take the lever key from the west 
wall and attach it to the table 
pivot. Open the drawer in the 
workbench and take the hose, the 
rubber plug, the pump grips and 

Mam the surgical tube. Use the pump 
grips on the pump. Attach the sur- 
gical tube to the nozzles on the 
bench. Remove the faucet handle 
and put it on the air valve next to 

Malthe pump. Take the periodic table 
from the wall, then put it in the 
ma spade-shaped glass jar. Use the air 

"ч valve, then use the pump. Use the 

lair Valve a second time to put your 
first machine in motion. Take the 
periodic table and the Romanov 
Emerald from the sink. Use the 

Emerald in your inventory to 
E remove the cork, then sketch the 
im Emerald. Now you'll have to find a 

way out of here. 

€ Use the Emerald on the iron 

aa support holding the glass jar. Take 
the jar, then remove the lever key 
from the table. Remove the pump 
grips and the pump rod from the 
gair pump. Use the pump rod with 
the lever key in your inventory, then 
attach the lever key to the bracket 
hanging above the metal door. Use 

— |the rubber plug, the pump grips and 

the cork with the jar in your invento- 
ry. Use the glass jar with the lever 
key so that it is hanging at the east 
end. Take the faucet handle from the 
air valve and reattach it to the 

= faucet stem. Remove the faucet 

m pipe and attach it to the garden 

Shose. Take the surgical tube from 

Eithe nozzles and attach it to the 
hose/faucet pipe contraption. 

Attach the faucet pipe/hose/tube 

to the faucet stem, then use the 

liM faucet pipe on the glass jar. Turn on 
the faucet to open the armored 
cabinet. 

Take and read the letter. Look at 

-j the Emerald through the micro- 
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scope (“eXiT,” get it?). Look at the E 
periodic table for the combination to 


the door, then use the buttons in 
the cabinet. Enter the combination 
(4522), then exit to the side of the 
castle. 

Head west to the front of the cas- 
tle, then exit east to the Posh 
Express office. Send the stamp and 
the bank note to Feng Li (keep the 
Emerald). Book passage to New 
York City. 


Enter the Odditorium and head to 
the west hall with the Jellybean 
Hourglass. Take Feng Li's turtle 


from the terrarium near the door. 
Open the drawer in the terrarium 
and take the turtle treats. You can 
also walk around and see the new 
exhibits you have sent Feng Li. 
Return to the Posh Express office 
and book passage to Danzig. 


Return to the castle. Walk to the 
spade-shaped topiary and use it to 
pull a branch out. Walk through the 
upper gate to the side of the castle 
and talk to Wolf. After he leaves, 
take the plank and the edger. Walk 
east to the cemetery. Use the plank 
on the urns in front of the tomb, 


then climb onto the plank. Open the 
grate. Place a turtle treat inside the 
grate, then push it further into the 
tomb using the edger. Place the tur- 
tle in the grate and wait for Wolf to 
open the tomb. You'll automatically 
get the key to Master Lu's tablet 
once you're inside. Back at the Posh 
Express office, book passage to 
beautiful Peru. 


In the Lima Posh Express office, He 


purchase some Inti. Look at the hı 
stele in the corner, then sketch it. 


ш 


Look at the clock on the counter 
and the collection of puffins. Ask 
the agent about all the objects in 
the room, then book passage to 
Mocha Moche. 

Climb across the tree-bridge to 
the ruins of Mocha Moche. Sketch 
the city with the journal. Walk east 
to Emilio Menendez, the person 
digging in the hole. Ask him if he 
has dug up anything interesting. 


я! 


Buy the shrunken head from him 
(it is possible to talk him down to 
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and head east to the stele next to 
the stairs. Sketch the stele, then 
head up the stairs. 

Walk up to the clump of vines 
next to the tower entrance. Take the 
vines twice to get the green vine 
and the brown vine. Use the green 
vine on the brown vine to make a uH 
coil of vines, then walk back to the @Ш 
tree-bridge you crossed to enter Г 
the brown vine near the tree and 
throw it across the chasm again by ] 
using it on the spider statue. Cross Г 


Мосһа Мосһе. 

Tie the vines to the spider stat- 
the chasm and tie the brown vine 
coil to the spider statue. Cross once 


450 Inti). Give the Romanov Emerald 
to Menendez. Tough luck, eh? Take 
the ladder and the shovel. Examine 
the dirt pile next to Menendez's hole 
to find a wheeled toy. Take the toy 
| Ё 
ue. Throw the coil of vines across 
the chasm by using the coil on the 


tree. Cross the bridge. Use the coil 
of vines and tie it to the tree. Find 
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again and untie the rope from the 
tree. Make one more crossing to the 
ruins. Take the rope from the spider 
statue, then take the ladder and the 
= shovel. Head back ир the stairs to 
MEN the east. 
At the terrace, enter the tower 
and climb the steps to the altar. 
| Use the rope on the ladder in your 
inventory. Use the ladder/rope 
combo on the altar, then push the 
altar post onto the ladder. Climb 
MEM down the rope and take the crystal 
—3À skull from the niche. Once you are 
EE safely on the altar, take the rope. 
Return to the terrace and walk to the 


| observatory door. 

Opening the observatory door is 
actually pretty easy. Just look at the 
glyph patterns on the steles you 
have sketched. They glyphs are all 

MEN in the same order, they just start at 
a different point in the pattern. The 
spider pattern begins with the glyph 

| that is sixth in the snake pattern, 
second in the condor and fourth in 
the monkey pattern. Simply change 
the first glyph on the spider door to 
this one (it looks somewhat like a 
mae Dine tree), then follow the pattern 


(or see the accompanying screen 
| shot for the final solution). Enter the 
observatory and place the skull on 
the skeleton. Use the shovel in the 
hole in capstan. Use the shovel 
meee again to rotate the observatory ceil- 
NEN ing. Once the sun is illuminating the 
glyphs, Ripley will jot down the cor- 
responding colors. Take the crystal 
skull and head back across the tree 
bridge to the Lima Posh Express 
office (make sure you have the rope 
so you can get down the hill). Send 
the crystal skull, the shrunken head 
an and the wheeled toy to New York, 
MEN then book passage to Easter 
am island. 


Talk to the person in the pit, 
who turns out to be Dr. Twelvetrees. 
After handing her the shirt, talk to 
her until she asks you to trust her. 
Agree to trust her, then continue 
talking until she takes you to the 
head statue. Sketch the glyphs on 
the head, then talk to Twelvetrees 
again. She will take you to the old 
woman at the cove. After 
Twelvetrees leaves, talk to the old 
woman. Pick up the driftwood puf- 
fin from the beach. Walk west to the 
head statue, then down to Dr. 
Twelvetrees’ camp. 


Take the note from the pole near 
the hut. The note is written on the 
back of a map, which Ripley copies 
into his journal. Enter the shed and 
take the pull cord from the genera- 
tor. Exit the shed and take the 
shirtsleeve and the pole. Walk 
back to the head statue. Use the 
sleeve on the obsidian disk in the 
statue’s eye. Walk east to the cove. 
Take the stump lying near the base 
of the lava. Put the stump in the 
large hole near the statue. Use the 
pole on the stump to pry the 
watcher statue out of its resting 
place. Give the obsidian disk to the 
woman, who will tell you the eye is 


not complete. 

Return to Twelvetrees’ camp, 
then head down to return to the 
Posh Express office. Give the drift- 
wood puffin to the agent, who will 
give you the coral clock facing in 
exchange. Book passage to Easter 
Island. 

Walk to the cove once again and 
give the coral clock facing to the old 
woman. After she climbs Ripley and 
retrieves her ancestor’s remains, 
return to Twelvetrees’ camp. Talk to 
her and she will agree to help you. 
Once back at the cove, Ripley will 
boost Twelvetrees up to the hole 
where she will find some items. 
After she falls, take the whale bone 


horn and the stick and shell 
map. Also, take the lighter that 
Twelvetrees dropped. Use the pull 
cord with the whale bone horn, then 
use the horn on the water. Walk 
west to the head statue, then west 
again into the quarry maze. 

Walk east twice. Sketch the 
engraved starfish on the statue. 
Walk west once, then walk north 
five times. Sketch the engraved 
shark’s tooth. Walk south once 
and then west three times. Sketch 
the scallop shell. Walk south three 
times, then walk west once. Sketch 
the seahorse. Finally, walk east 
twice and north twice until you 
reach a red boulder with a small 
gray rock in front of it. Pour the 
water from the horn on the clay 
next to the gray rock, then move the 
rock to reveal a fissure. Look in the 
fissure and take the Rongorongo 
tablet. Use the journal on the tablet 
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to sketch it. Now walk east once 
and south four times to exit the 
quarry maze. 

Return to Twelvetrees’ camp, 
where your old friends have taken 
the good doctor hostage. Open the 
window behind the shed, then 
crawl through the open window into 
the shed. Now you can put all those 
MacGyver reruns to good use: Use 
the pull cord/horn combination in 
your inventory to remove the cord. 
Tie the cord to the wire hanging 
from the door. Take the sparkplug 


tool to the right of the generator. 
Use the tool on the generator 
plug. Use the end of the pull cord 
on the loose plug. Use the lighter in 
your inventory to light it, then place 
it under the gas tank. There are 
two ways to attract the thugs’ atten- 
tion. Either pull on the power cable 
in the back of the room or use the 
whale bone horn. Whichever you 
choose, quickly climb out of the 
window once Shen Guo is coming 
to investigate. 

Once you've saved Dr. 
Twelvetrees, er, Samantha and she 
“thanks” you (cool yer jets, helmet 
boy; aren't you and Mei Chen an 
item?), you'll automatically return to 
the Posh Express office in Lima. 
Send the horn and the shell map to 
Feng Li, then book passage to 
Sikkim. 
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Buy some rupees from the Posh 
Express agent, Taranjeet. Take the 
brochure—a handy guide to 
Himalayan prayer wheels—from the 
counter. Exit east to travel to the 
Temple of the Hidden Way. 

Talk to the Temple Guard, choos- 
ing each possible conversation path. 
Listen carefully to what he says: He 
will give you many clues to solving 
the riddle of the temple. Once he 
has finished speaking, examine his 
ring. Use the cigar in your invento- 
ry. Show the cigar band to the 
guard and he will grant you 
entrance to the temple. Before you 
enter, talk to the guard again to 
learn of the attempted break-in. And 
now enter the secret Temple of the 
Hidden Way. 

After sketching the temple, get to 
work on the riddle. The riddle of the 
temple is complicated. You must 
discern which prayer wheel belongs 
to which monk. Five are misplaced. 
The monks with the wrong wheels 
will give you information about 
themselves, while the others will 
just speak in riddles. You can dis- 
cern the trait associated with each 
wheel by using the brochure. 

Here’s the complete solution: 
Remove the prayer wheel from the 
fourth Monk's door. This is the 
Serenity wheel. Take the Peace 
wheel from the sixth Monk’s 
door and replace it with the 


Serenity wheel. Walk to the ninth 
Monk's chamber and take the 
Insight wheel from his door, 
replacing it with the Peace wheel. 
Take the Truth wheel from the 
12th Monk's door and replace it 
with the Insight wheel. Walk to the 
14th Monk's door (which is actu- 
ally the 15th chamber due to the 
empty chamber at position 14) and 
replace the Wisdom wheel with 
the Truth wheel. Finally, return to 
the fourth Monk's chamber and 
place the Wisdom wheel in the 
empty niche. After completing the 
puzzle, you must talk to the monk 
who has been at the temple the 
longest (remember, the guard said 
that only he knew the "hidden 


way”). Return to the ninth chamber 
and talk to the monk who knows the 
Prayer of Truth. After stroking your 
mental prowess, the monk will open 


the door to the temple maze, locat- 
ed at the 14th chamber. 

This maze is both ridiculously 
hard and extremely tedious. If you 
are like me in that you hate mazes 
and the obligatory mapping, just fol- 
low this handy guide. (Remember 
that in order to enter a chamber, 
you must first pull on the corre- 
sponding rope to light the way and 
then walk in that direction.) From 
the first chamber, this is how you 
should travel: E, E, E, S, W, S, E, 
E. Pick up the chisel. alk W, W, N, 


S. 
er. Walk N, W, S, W, W, W, S, 
S, W, S. Pull on the rope directly to 
the west of the north door, which 
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ill lower the ladder to the tower 
(“hidden way,” indeed). 

Climb the ladder to the tower 
chamber. Read Master Lu’s book, 
and Ripley will transcribe the glyphs 
to his journal. Use the ladder to exit 


the maze (thankfully, you won't have 


to negotiate the maze again), then 
leave the temple through the exit 
near the first four monks. 

Head east from the temple gate 
to return to the Posh Express office. 
Send the chisel and the incense 
burner to Feng Li, then book pas- 
sage back to Peiping. 


After speaking with Mei Chen in 
the Posh Express office, you will 
automatically walk to the Hall of 
Classics and enter the Pagoda, 
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| which contains Master Lu's tablet. 
Your adversaries will make an 
untimely entrance after you deci 
m pher the tablet. Shen Guo will strip 
—— you of your possessions, but Mei 
INN Chen will save you just before he 
= cleans your clock. Exit the Pagoda 
and take the gong and mallet from 
the courtyard. Return west to the 
[ Pagoda and place the gong on the 
Brazier. Use the tablets on the 


= right side of the room to see that 
= they are unstable. Wait until Mei 

î Chen kicks Shen Guo to the right 
wall, then use the tablets again. 
After Shen Guo has been defeated, 

{ use the mallet on the gap under the 
tablets to retrieve the journal. Take 
the charcoal from the floor near 

m the brazier. Use the charcoal on the 
journal in order to retrieve the lost 

NEN information. 

ШШШ — When you arrive at the farm, 
examine the pile of broken pot- 
tery.Ask the farmer about the pot- 

| tery, then open the root cellar 
door and walk down into the cellar. 
Move the rice sack resting against 
the east wall, then examine the 

EN terra-cotta hand. Climb the stairs 

NEN and talk to the farmer again. Ask 
him about the hand, then give him 
some yuan in exchange for his 
shovel. Return to the root cellar and 
use the shovel on the east wall. Pull 
on the hand and look through the 
hole it leaves behind. Once again 
return to the farmer and ask him for 

EN ; lantern. He will give you a single 

NEN match. Climb down the stairs to the 
root cellar and enter the hole. 
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There are five corridors leading 
east from the chamber you enter. 
Walk into the second corridor 
(counting up from the south wall) 
and walk to the chariot at the east 
end. Push the chariot into the east- 
ern chamber. Each of the five corri- 
dors ends in this chamber. Walk into 
the fifth corridor, which is the clos- 
est to the north wall. Pull on the 
first red soldier. Take the green 
wooden beam resting near the first 
and second red soldiers. Exit to the 
eastern chamber. Walk west into the 
fourth corridor. Find the fifth 
blue soldier statue and push it. 
Return to the eastern chamber. The 
door on the east wall of this cham- 


ber should now be open. Take the 
wooden post from the floor and 
the two shields from the statues 
guarding the doorway. Use the char- 
iot to push it through the jade door 
to the east. 
After noticing Quang's body on 
the floor of the corridor. Take the 
crank from the wall, then use the 
chariot to push it through the corri- 
dor, protecting you from one of Lu's 
devious traps. At the far end of the 
orridor, put the crank in the slot to 
e right of the door. Use the crank 
to turn it, lifting the door. Quickly 
use the wooden post on the crank to 
hold it in place. Use the wooden 


beam on the corridor to brace the 
door, then take the post and the 
crank. Walk north through the corri- 
dor to the wheel room. 

Use the wheel three times to 
rotate the bridge so that you can 
see the hole. Put the farmer's shov- 
el in the hole. Give the crank to Mei 
Chen, then talk to her and ask her to 
cross the bridge. Talk to Mei again, 
and she will put the crank in the 
slot. Step off of the bridge, and use 
the wheel again. 

Remove the shovel from the 
hole, then rotate the wheel three 
times so that it is in its original posi- 
tion. Tell Mei to turn the crank, then 
cross the bridge and enter the east- 
ern corridor. 

After taking in the breathtaking 
scenery, walk to the edge of the 
water. Use the shields on the lake, 
then walk across the water to the 
eastern doorway which leads into 
the Mausoleum. Take the Imperial 
Seal from the sarcophagus and sit 
back and watch the great dramatic 
conclusion. 

Once you discover the identity of 
the villain (Come on, you can't be 
surprised—he had a goatee! And he 
was a tennis player! And he says 
things like, “game, set and match!" 
Pretty evil, if you ask me....), you've 


successfully solved The Riddle of 
Master Lu, believe it or not. (I'm so 
sorry. That was both an obvious and 
a cheap way to end this, but | just 
couldn't resist. l'm ashamed.) 
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